




















The future of interactive entertainment ® 
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Exclusively with E47: a PC/Mac-compatible CD-ROM showcasing the biggest 
games in development for the PC, N64, PlayStation, Saturn and arcade... 


Arcadeview Out There 
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iis issue sees Edge embarking on one of its most exhaustive 
investigations into the state of the videogaming art. In the past 
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development-by-numbers releases. However, with Iguana US. Iguana 
DUK. Próbe and Sculptured directing the content of its 32bit and 
bB4bit line-up, the megabucks softco is now forging a new-t 
commitment to progressive and original videogames. 
i Edge 47 also heralds the magazine's foray into the world of 
digital 1] ed а COUItesv ога C! moii nentary CI ROM Some of tT el th | 
апо SE fons listed oppos ТЕЗ nave pegi ] ged al {пе last minute Ir 


an attempt to create an even more diverse and exciting line-up 
600Mb might sound like a lot, bu! el st byte has been put t 
| good use. Turn to page 15 for npiete listing of this есесі 


excursion into the future of videogaming. Enjoy 


The is almost here... 
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When Nintendo finally produced its Abt games technology 
a number of Japanese developers clambered aboard, including 
Seta, now completing its first titles, Rev Limit and Wild Choppers 





It was inevitable that Shiny Entertainments Farthworm Jim would 
make the leap to the next generation = what wasn't such a sure 
thing was an unknown developer being handed the duties 


William Latham 's innovative evolutionary graphics outfit has only 
found fame to date with a complex screensaver. This exclusive 


Edge report reveals the company's plans for its first game, Evolva 
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The softco which brought the gaming world classics like Prince of 
Persia is engineering a revival. Edge travelled to the States to 
speak to the men behind Its new wave of $2bit videogames 


62 Fox interactive 





Videogames, television and movie licences have long been the 


scourge af the disceming videogamer. Fox Interactive has plans 





to stamp out such preconceptions with a wealth of new tities 





After delivenng one of the best Sbit games to date in the form of 
Turok, where now for Acciaim? Edge visited the company's 


development facilities on both sides of the Atlantic to find out 





view 
inside 
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Shock revelations from Japan confirm that the much-vaunted 
Баби format, M2, has been cancelled; Sega and Bandai merger 
plans collapse: developers prepare for ЕЗ in Atlanta 
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Sony sponsors Tribal Gathenng, the biggest dance music event 
ever held he UK: The Bartecan holds an exhibitor 

ever hed m the OR, rhe Barbican hogs an extubibon 

show acing the work of artists who employ interactive technology 
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The Oasis Songbook Interactive and Music Machine present 
music-loving PC owners with tempting multimedia packages, 
while the book, ‘Possible Worlds’, offers a lucid study of V 
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Edge takes à look at how the Nintendo 64 is being catered for 
on the internet by both official and fan-produced homepages 











т Also, a new online football game looks set to kick up a storm 
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= In this month's investigation of the Nipponese videogamimg 


scene: virtual pets on the PlayStation; Asmik s dubioush themed 
title, LSD; and virtual TV presenter Laura, from Warp's The D 


I| ever there was а game worth warming an аре for, И was иге! 
Dungeon Keeper. This month Edge speaks ۴ 





0 и п creator, Peter 
Molyneux, about why he's leaving the company he built 
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Edge previews PC titles Jant Strike Fighter, Omikron and Flight | 
LUinlirruted 2, coin-op/PC game Plane Crazy, and Lamborghini 64 | 
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Adeline's PC tile Lite Big Adventure 2 surprises and disappoints 
janpi a la Са d : t c 

equally, while Sony's Playstation is well catered for with the 

release of Overhlood, V-Rally, Runabout and Wild Arms 
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Sega's Model 3-powered Jurasuc Pork 2 coin-op earns а closer 
Edge examination, along with Konami's M2-based Polystars 
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Images this month from Queen: The Eye and LBA2 join а new 
section offering readers a chance to get their CGI work in Edge 
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Tehkan' s mig- 805 coin-op classic Bomb Jaer ts this months focal 
point, while MAME provides 511 more emulated coin-op action 


F 
ic? Daualop 
Edge's regular section conceming the creative side of videogaming 


reports on Microsoft's evolving DirectX initiative, Softlmage's 
mation-capture work, and a new PC game-creabon package 
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те fate of Matsushita's blighted M2 technology has finally 
been sealed. Edge has discovered that the sole licensee of 
the technology has cancelled the entire consumer project 
in а move that could cost the Japanese giant hundreds 01 
millions of dollars 

News reached Edge at the end of May that 3DO'S Ii- 
fated 44bit technology ts unlikely to ever make it into the 
homes of Japanese or western gameplayers in the form it 
was intended. The reasons cited for the decision include 
the irrepressible strength of Sony in the videogames market 
and a hardware specification that would have had difficulty 
competing with forthcoming consoles from rival companies 
Edge understands that an official announcement will not bê 
made by the company because a Japanese launch strategy 
was never officially made public. 

This news should come as litle surprise to those who 
have closely monitored the development of the format. For 
more than а year there has been little noise made by the 
consumer electronics giant and many industry pundits have 
suspected that things were not going according to plan 
Prospective М2 developer Rob Povey at Boss Game 
Studios echoed this viewpoint "It doesn t Surprise me a 
great deal but | have to say I'm a little disappointed 
Matsushita would hardly have been in a Strong sortware 
even if the first round of 

































position if they had released 
games had been excellent. Where were the Second and 
third round games coming trom? Their reluctance to talk tc 
nd reassure thirdparty developers on their plans for the 
platform (outside of Warp, Capcom and Konami, | assume) 
would have left them with à lack of software after their 
initial releases, which would probably nave condemned the 
platform in the long term anyway 

Wnile those who sat on the fence throughout the 
machine's development can thank their consciences for 
being prudent, there can be no denying that this decision 
represents a final kick in the teeth for those who stood Dy 
the format during Its teething problems. Committed 
Japanese developer Warp certainly has the most at stake 
The company's realtime 3D adventure game D2 has been in 
development since the very first M2 development kits were 
released by The 3DO Company over two years ago ana this 





To date, D2 has been the most potent example of what the proposed M2 technology could do, with expan 
atmospheric realtime lighting and reflection effects. Ho 


choice but to consider porting tne tite to 
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news leaves boss Kenji Eno with little 


а 32bit console or perhaps even the PC 
A similar course of action seems 
likely for other known M2 titles in development 
such as Power Crystal (E43) and Studio 3DO's 'M2 Racing’. 
The latter was a titie that originally lead the M2 hype charge 
and was revealed to US games magazines recently, 
probably in an effort to draw attention to the title and 
secure conversion rights for the aborted project. However, 
when Edge contacted the Californian developer for a 
comment about the move, the company denied all 
knowtedge of the cancellation. As for Hull-based 
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sive 3D environments and r 
Ily the 64bit hardware will be put to good use in coin-ops or accelerators for the PC 


Cutting Ec 


ФӘ 














ae 


Perceptions, Edge was unable to contact the company for 
а comment on the situation 

While all plans for the console incarnation of the M2 
technology have been abandoned, its implementation in 
the arcade is continuing. Despite Panasonic's plans to play 
down Konami's use of the M2 technology in its Polystars 
coin-op (see Edge Interactive CD), the arcade company is 
expecting to release another polygon-based game soon 
with Capcom following suit (with a 3D beat ‘ет up) shortly 
after. It's also possible that titles in development for the 
console could still be ported to the arcade board. 

With its interminable development delays, M2'5 
perceived advantages over the competition have naturally 
suffered at the hands of time. With Sega and Sony already 
well into the development of their own second generation 
of superconsoles, the most Matsushita could have hoped 
for was a technological lead of around a year before more 
powerful machines would have eclipsed it A likely 


The 3DO Company, whose /MSA Racing M2 game 


кө кн ины aeu atr 
unaware of the format's cancellation when Edge 
contacted the company. The game is now Шоу to 
be reworked as a native 3D-accelerated PC 
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Warp's grand-looking D2 might now be PC 
bound - a Saturn conversion looks unfeasible 





destination for the complete M2 technology could be a 3D 
card for the PC although other consumer goods employing 
the technology cannot be ruled out 

Considering the sheer worldwide market presence of 
Matsushita, it seems likely that a new strategy using the 
experience assimilated from its work on M2 will be used to 
formulate a brand new videogaming agenda - Edge has 
already heard rumours of a much higher hardware 
specification and one that probably also encompasses DVD 
and Internet iniBatives. What does seem clear, though, (5 
that the company has realised that it will need a foolproof 
launch strategy If it is to stand a chance against the vast 
market share currently enjoyed Dy Sony. М2 In its current 
form clearly was not up to the job 

This turn of events ultimately places Matsushita in a 
difficult position. There is the embarrassment felt towards 
the thirdparties that have committed precious resources to 
developing titles, and there is the technology Itself зуй 
could go to waste - а crying shame after so many promises 
Matsushita may be able to stomach the enormous losses 
involved in the decision, but this will be no compensation for 
the thirdparties who now face the biggest obstacle of du 
all: a console consigned to the shelf 
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The success of Tamagotchi has 


led some to speculate that 








The proposed multi-million yen 
merger between Sega and toy firm 
Bandai has fallen through. 

The deal, which was due to come 
into effect in October, would have 
created a new company named Sega 
Bandai, with the latter operation 
effectively swallowed up into the 
former. Strangely, Bandal's board 
actually agreed to the merger at à 
meeting on Monday, May 26, but then 
reversed its decision the next day 
Now, however, the two companies 
will remain separate entities, yet 
retain a plan to work together as 
‘pusiness partners’. 

Although various theories have 
been put forward to explain Bandai's 
sudden onset of corporate cold feet, 
it appears the about-turn was down 
to a letter sent to Bandai president 
Makoto Yamashina by members of 
the company’s middie management 
These younger employees were 
concemed that the cultures of the 
two companies were too different 
and that the deal would adversely 
effect both Bandai's own growth and 
the working conditions of its 
employees. Yamashina simply 
announced: We could not see a clear 
picture of the synergy, which is after 
all the purpose of a merger,’ 

Some industry observers, 
however, have put forward an 
alternative theory to explain the 
collapsed deal. Although Bandai’s 
profits haye plunged in the last year 
from ¥10.46n to a loss of ¥8bn, the 
company's recently introduced 
Tamagotchi has already bought in a 
profit of Y1bn = a figure which is 
bound to increase over the coming 
months. it could be, then, that Bandai 
is now confident that it can find its 
own way out of financial difficulty 
without the help of Sega. 

A final theory offered to explain 
Bandai's sudden change of heart is 
perhaps the most intriguing. Some 
industry pundits believe that 
Matsushita may be gearing up for a 
merger with Sega, and that this threat 
frightened off the comparatively 
lightweight Bandai. 

Rumours suggest that Matsushita, 





Though staff at Sega's HQ were 
those of Bandai soon, it's now 


SEGA-BANDAI MERGER COLLAPSES AS SATURN FALTERS 
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to be closely with 
that it won't be that close 





which has purportedly had its eye on 
Sega for a while, may be interested in 
acquiring the company to strengthen 
game developrnent for its M2 project. 

However, this theory is severely 
tested by the fact that Sega has its 
own plans for &tbit development. 
Plus, of course, M2 has been canned. 
Whatever the case, Yamashina will be 
stepping aside as Bandai president as 
a result of the collapse of the deal, 
but will stay on as chairman. 


Although Sega remained 
philosophical about the Bandai 
break-up, it is the latest blow in а 
month which has already seen 
several game companies pull out of 
Saturn development, 

The US division of Acclaim, for 
example, has announced that 
Ocean's shoot “em up Project X2, 
Take 2's гоп and Blood and the 
company's own NFL Quarterback 
CILD '98 have all been canned for 
Saturn release. Other companies like 
Radical and Atlus have also put 
development for Sega's system on 
the backburner. ironically, even 
companies that do want to bring 
games out for the Saturn are finding it 
difficult to do so. US softco Crystal 


Dynamics has been unable to find a 
publisher to handle its Saturn version 
of RPG Legacy of Kain – despite the 
fact that the game is complete. 

Shiny Entertainment's Dave 
Perry is philosophical about the 
whole Saturn situation. "We fully 
support Sega - Shiny has invested a 
lot of time and money into the system 
with our fortncoming Wild 9. 

'The problem is that we're 
planning on spending quite a lot more 
time developing Wild 9, and we're not 
sure what the Saturn situation is 
going to be like a year from now. So 
for the moment we've has to put 
Saturn Wild 9 on hold. Ultimately, 
though, Sega seem focused on the 
future; So are we..." 

However, perhaps the most 
disturbing news for Sega is that Tomb 
Raider 2, potentially one of the 
biggest titles of 1997, may not be 
released on the Saturn. When this 
information was first released last 
month, many put the decision down 
to the machine's poor market share, 
but Core is not cancelling all its other 
Saturn development- Ninja and 
Fighting Force are both still pencilled 
in for the format. When Edge spoke 
to Core, the company claimed that 
the game would not be converted to 
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3Dfx is getting together with 
peripherals company Techwerks 
to develop a Mac version of its 
Voodoo-based accelerator board 
Although the actual design of 
the board has not been revealed, 
3Dfx is confident that the 
conversion process is a simple one 
and that games which have been 
designed to write to the 
technology s Glide АРІ (ie PC 
games that are already Voodoo 
compatible) will translate readily 
to the Mac. This may well provide 
a significant shot in the arm to the 
Mac games market which has 
flagged over the last two years. 
Sega s machine because it is not able million Saturn units worldwide this been Selling at а lower retail point for Meanwhile, in a recent report 














Tomb Raider 2 (left) has now been cancelled for the Saturn. Its developer, one-time Sega stalwart Core 
Design (Ninja staff pictured right) claims that the system simply cannot handle the game's new 3D routines 








to cope with tne vastly improved Зр year — hal! a$ many asin 95 – апо Several months. Sega has also cut the to the US stock exchange, 3Dfx 
ET Others believe, however, that says Шаг next year it musi price of its NetLink peripheral by half has revealed that Electronic Arts is | 
Sony I5 trying to tie down аг concentrate on producing software to $99 and nas introduced a set to invest $3m in the company 
exclusivity deal with Core which will rather than unprofitable hardware. й Saturn/NetLink bundie for $249 Curiously, though, a section which 
mean tne game can Only appear on Denies, however, that Saturn hardware Even software has been targeted put forward Sega as a possible 
the PlayStation. Whatever the case, production will Cease altogether n the price crackdown: more than 30 investor in a previous version of 
its a serious blow for a machine Renecting this practical Saturn tities have now been placed the report has been removed 
desperately in need of oles reappraisal or the hardware market |5 within the $20-$40 price range Howewver, references are still made 
software support the company's recent decision to Including NIGHTS, Fighting Vipers and to a Sega/3Dfx chipset and the 
And Core is not the only key drop the orice of the Satum in the US Virtua сор 2) and no games will development of a 3D subsystem 
British software company їс pul а to $149 (or $159 bundled with Sega exceed the $50 tag for, 'Sega's next home console' 
signifi cant title out of Saturn Rally, Virtua Fighter 2 OF NIGH TS), This Unsurprisingly, many industry Away from investment 
development Ө frog. too, has made will Df b the console in line with tne analysts тее! that Sega should have concems, 3Dfx has been preparing 
the decision not to produce its п Ey PlayStation and the N64 which паме waited until ES to make such af » for a huge presence at E3 
acclaimed strategy y title. Syndicate Between 150 and 200 titles are 


Wars, on tne platform. As head of 
conversions, Steve Metcalf, toic 
Edge, ‘It's quite simply not beli ne 
developed because we cont see 
market there which ensi 3l 
enough to cover the develop costs. In 


fact, all Saturn development has 


expected to support 3Dfx in some 
capacity at the show including 
Jedi Knight, Hexen 2 and an 
Antipodean-developed racer, 
Powerslide (below). There will also 
be five stations running Obsidian 
(ie arcade)-class hardware and 


ceased at Bulifrog for the foreseeable showing special versions of Prey, 
future . Metcalf is also pessimistic Quake 2, Unreal and Earthseige 3. 
about British Saturn development in 

general: | think this is going to 


happen increasingly. We'll have to 
see what the price decrease [see next 
page for Currys and Dixons news] 
does, but if you look at the market 
share, Saturn (5 way, way Bening 


Although in the past Sega has 


E 7 ught to deny any prob PMs with t5 
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nave prompted à more realistic Saturn REE is believed to be still de ahead, although the 
standpoint. Last month, the company company has set a worldwide sales projection for '97 of only 1.9m 
admitted it expects to ship just 1.9 


Ме, recent events seem to 
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An irregular 1008 instic the 
heals of soma af tke work!'s 
Inning viueggame lusiguers 


Q; tf hardware limitations were 
no obstacle, what kind of game 
would you create? 


Q: What would you be doing i you 
weren't desigmng videogames ? 
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«4 important announcement. However, 


the company has argued that It wants 
attention at the exhibition to be 
focused entirely on games, rather 
than hardware - a point which 
reflects its software-led business 
plans for '98. 

Meanwhile, on this side of the 
Atlantic, no official price drop has 
been announced, but Dixons and 
Currys are both now selling the 
Saturn at £99 — the 300 systern's final 
official price point before drifting into 
bargain bin oblivion. 

But it's not all doom and gloom 
for Sega. The price of the company's 
stock on the Nikkel index zoomed up 
when the Bandai merger fell through, 
and it made a profit of V2bn for the 
fiscal term ending March 1996. 

It now remains to be seen 
whether titles such as Virtua Fighter 3 





lif indeed it appears on 32bit) and 
Resident Evil can turn around the 
fortunes of the Saturn and halt its 
slippery slide into obscurity. 

Edge would certainly be sad to 


see such a diverse format = 


wither and die. 


TIGER LAUNCHES INTERNET HANDHELD 


Tiger Electronics, known mostly for its line of LCD games, 
has released a cartridge-based handheld system offering 
garning and Internet facilities, in the US. 

Called Game.com, the unit is intended to compete with 
Nintendo's Game Boy, and it uses similar technology, 
including a Z80-based CPU and a black-and-white LCD 
screen, The display is larger than the Game Boy's, however, 
and is exceptionally clear with a nice resolution. Roughly 
the same size as 52ра 5 Game Gear, although thinner, the 
Game.com features a D-pad and four fire buttons. 
Significantly, though, the LCD also functions as a touch- 
screen interface, and the unit comes equipped with a stylus 
for precise pointing 

Game.com comes packaged with the puzzle game 
Lights Out, and retails at $70, while built-in software 
includes a calculator, а Solitaire game, a phone number an 
address database, and a simple calendar. The unit features 
the usual jacks for headphones and AC adaptor, as well as 
а Comms port for connecting the unit to a phone plug. This 
is used in conjunction with the Game.com's Internet 
Cartridge — in the US, for $19.95 (modem and Internet 
account costs are extra), the cart enables users to send and 
receive e-mail, and perform some other limited, text-based 
Internet functions. 

The unit showed to Edge offered playable beta versions 
of Indy 500, a racing game, and Wheel of Fortune. Also 
shown were non-playable demos of Duke Nukem and 
Batman & Robin. indy 500 was less than exciting, although 
Wheel of Fortune, with an interface designed around the 
stylus and touch screen, was much easier to play than any 
version previously available. Batman & Robin is a typical 
side-scrolling action tie-in, but Duke Nukem looks quite 
promising. With regard to the conversion, Allen Richardson, 
a producer at Tiger, admitted that the Game.come is ‘not 
really a 3D machine – the 3D in Duke is simulated.’ As well 





As well as it comms capabilities, anoth 
GRAL Multi. сарасы is Ms dual cort port 


another of the 






as performing some clever pseudo-3D routines, Duke also 
highlighted another Game.com feature: a liberal use of 
voice samples, unusual for a handheld system. 

Most other Game.com titles are ports of titles from 
other consoles, and while some thirdparties have 
expressed interest in developing for it, Tiger currently plans 
to use only in-house development. 

Cartridges retail in the US in the $20-$30 range, with five 
titles available at launch and another 13 by the end of the 
year, including Madden '98 and Fighters Megamix. ‘Since 
our carts are in the 16Mbit range, Madden will probably be 
the toughest title to do,’ says Richardson. ‘We're also trying 
to do something more with Megami than turn it into а 2D 
fighter." With no Tetris, though, it remains to be seen whether 
the ageing Game Boy is under any immediate threat. 

The unit is set for a UK release (though no date has yet 
been set), and it will be interesting to see how it will fare in 
a market where handheld gaming is very much yesterday's 
news. Its unique Internet capabilities will no doubt 4 
play a large part in the amount of interest It stirs, 
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Last year's E3 event, held in Los 





to 
calendar. This year's, though, is expected to be the most exciting software show to date 





ЕЗ ТО SHOWCASE 1,500 NEW GAMES 


* million shares to the public at between 
$3-$11 a share. The actual date of the share 
offer has not yet been confirmed. 


Activision Quakes 

Artivision has won the publishing and 
distribution rights for Quake 2, beating off 
competition from СТ Interactive which 


As well as hosting last year's Olympic Games, Atlanta will 
welcome this year's Electronics Entertainment Expo, the 
calendar's biggest interactive entertainment event. Whereas 
1994's show was held in LA's Convention Center, its 
Success resulted in an increase in the number of companies 
booking stands for this year's expo, forcing the owners — US 
trade body IDSA (International Digital Software Association) 
—to look elsewhere as the LA site was unable to 
accommodate the growth in interest. 

Doug Lowenstein, IDSA's president, recently told 
trade newspaper, Computer Trade Weekly: ‘It's not our 
place to tell people they can't come to E3 of to impose 
limits on stand size. Its our job to provide the right 
environment for our industry to express itself in the best 





be one of the hightights of the pester | 


news 





Nintendo's ] зьбе publicity material hints at its 
new game character, to be seen in Banjo-Kazooie 





way it sees fit- and that just couldn't be done in LA.’ 

Last year's E3 was memorable in that it represented a 
resurgence of the interactive entertainment industry after 
the period of decline which followed the tail-end of the 14bit 
era. The second generation of 32bit software, combined 
with the western showcasing of the №4, resulted іп a sense 
of optimism rarely felt at such an event. 

The scale of the show — 500,000 square feet fully 
occupied by 400 stands and requiring $100 million dollars of 
investment — was also unprecedented. 

With little new hardware to be revealed at ЕЗ this year, 
companies will be focusing their energy on software. The 
IDSA has announced it expects 1,500 new titles to be 
unveiled at the show. A survey it conducted revealed that 
45% of this new software is within the entertainment sector, 
and can be broken down into 3796 action/adventure, 1796 
strategy/puzzle and 1196 sports titles. 

Nintendo will.once again have the largest stand of the 
show. Top of its list is Rare's Banjo-Kazoole, a game 
shrouded in secrecy (but known previously as ‘Dream’ 
which features the eponymous duo. Other major titles from 
the playability master include the cart version of Zelda 64, 
GoldenEye 007, which now features а fourplayer option, 
and Yoshi's island 64. 

Thirdparty developers will also be out in force to 
support the N64. Ocean will have the promising action 
adventure Mission: Impossible and driving title Multi-Racing 
Championship to provide much-needed diversity for the 
Nó4's sparse games catalogue 

Continuing its work on Nintendo's machine following 
the classic 5564, Konami will offer 64bit versions of 
Castlevania and Contra, as well as showing the impressive- 
looking Metal Gear Solid for the PlayStation. 

Sony's stand will be out in force again, with an 
extensive PlayStation line-up including Crash 2, Blasto, and 
Psygnosis' range of PC and PlayStation titles including 
G-Police, F1 '97, Rascal, Shadow Master and Psybadek. 

Further support for Sony's machine comes from Namco 
which continues its PlayStation development with the 
lightgun-compatible title Time Crisis, together with а 
possible look at Tekken 3. 

The Saturn might not longer have the kind of thirdparty 
support as some of its competitors, but Sega is not giving 
up on its machine just yet, with the promise of some high- 
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эв а ЖИР committed push from Nintendo this year appearance (possibly on video), along with Last Bronx, 

Project Sonic, Sonic Jam, Touring Car Championship, > 
previously published Quake and Doom, Game over for Feds Namco reopens Museum 
Activeson, which aiso handles Hexen 2 and the iImprabably named North Carolina senator, Namco has announced plans for a further tithe 


Quake mission discs, is said to have paid $&m 
for the eagerly anticipated sequel and may give 
up to 209 in royalties payments 10 юі, The 
game features new technology such as rotating 
brushes and transparent textures as well as 
new enemies end locationis. 


Launch Faircloth, is proposing legislation which 
would ban US federal employees from having 
games on their PCs. He believes the increase 
in productivity which should ensue will save 
taxpayers millions of dollars. Rubber-band fights 
are по doubt next on his prohibitive agenda 


in its PlayStation Museum series, which was 
believed to have been conduded. Матео 
Museum Encore will feature seven old games, 
although details of what the titles will be are 
currently sketchy — although Edge knows that 
Rolling Thunder will be included. 
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Expected ЕЗ hits (clockwise from above): 

Panzer Dragoon Saga (Sat), Tomb Raider 

2 (PS/PC), GoldenEye 007 (N64), Legend 
of Zelda 64 (N64), Resident Evil: Director's 
Cut (PS), Outcast (PC), Quake 2 (PC) 











Worldwide Soccer '?8 and Panzer Dragoon Saga 

Resident Evil will feature heavily from Capcom: Saturn 
and PC owners are getting the original version of the title 
while the PlayStation has a Director's Cut edition (see 
Alphas), as well as the long-awaited sequel 

Eidos, with a considerably bigger stand than last year's 
effort, will be showcasing the sequel to Tomb Raider for the 
PlayStation and PC, and hopefully visitors might also catch a 
glimpse of Ninja, Core's other project for 32bit platforrns. 

PlayStation and Saturn versions of Quake will be shown 
(the Né4 version is being handled by Midway), while the 
sequel will make an appearance on the PC 

Also on the PC is Hexen 2 from Activision, which hopes 
that Raven's game will steal the title of leading firstperson- 
perspective shoot 'em up from rival id Software. 

Pleasingly, developers for the PC seem to have 
recognised the advantages of online play, with plenty of 
games on show supporting this option 

"The specialist online companies aren't taking up any 
more space than they did last year, but there won't be many 
PC games that don't feature multiplayer capabilities,’ said 
Lowenstein, ‘and | think the show will give an idea of how far 
online gaming has moved into the mainstream and become 
as essential part of every publisher's plans in a relatively 
short period of time.’ 

Other innovators include Intel, which is attending the 
show for the first time and will be unvelling Shiny's next 
project, Messiah, in showcasing its technology = a decision 
which has been welcomed by the IDSA. 'Intel is a company 
that literally affects the way people live their lives,” enthused 
Lowenstein. They've spent millions of dollars developing the 
ММА chip = the first application they use to showcase it is 
games and the event they unveil it at is ЕЗ, That's a 
tremendous coup not just for us but the industry as a whole." 

The organisers have already conceded that the 
expected attendance for the event will not match last year's 
57,000, but according to Lowenstein, this 15 not something 
that perturbs them. ‘In LA, about 10,000 people showed up 
on site, they represented very casual traffic; at best 
peripherally related to the entertainment business let alone 
the software business. And exhibitors don't like browsers 
This year's attendance will be in the low forties, but as far as 
the exhibitors are concerned, everyone that needs + 
to be there will be there.’ including Edge. 


EA ACQUIRES SIM KINGS 
Videogame giant EA has ‘purchased’ 
Maxis in a $125m share-swap venture. 
Although the deal, which is expected to 
go through in August, is being called а 
merger, EA will no doubt gain substantial 
control over the much smaller softco. 
Whatever corporate intricacies are 
involved, however, this agreement 
would appear to have come at a 
convenient time for both companies, 
EA is currently enjoying a period of 
expansion having recently purchased 
Bullfrog and entered into discussions 
with several other developers around tne 
world. Maxis, meanwhile, has been finding it difficult to cope as a comparatively 
small company trading on Wall Street. Although the developer projects global 
sales of $60-70m this year, it posted a net loss of $1.7m for the financial year 
ending March 31, and its share price went down to $11 (compared to EA's $30). 
The deal will certainly give Maxis a financial safety shield and an easier avenue 
into global distribution, allowing it to concentrate on developing games. in return, 
Maxis will be releasing several new titles over the next few months 4 
including Sim City 3000, Lunar Sim and Streets of Sim City. 


Maxis’ Sim City 2000, one of 
| the company's biggest games 





RAGE FOR THE MACHINE 








ATI has unveiled a new AGP- 
compatible version of its successful 
2D/3D Rage accelerator chip 

AGP 3D Rage Pro, which is 
claimed to offer three times the 
performance of previous generations, 
features a 4Kb texture cache and a 
floating point set-up engine. it also 
boasts a rendering engine capable of 
delivering 1.2 million triangles per 
second and a peak fill rate of 75 
million textured pixels per second 
Plus, the technology supports popular 
effects like bi/trilinear filtering and 
texture compositing. In 2D terms, the 
chipset boasts support for DVD and 
MPEGZ2, increasing playback frame 
rates by 20-3096. 

This will be the first 2D/3D video 
card to support AGP, Intel's new 
motherboard connection standard 





ATI's 3D Rage Pro looks set to 
be one of the more I 


combined 20/30 cords оп the wt has been designed for 
M compatibility with ncreased graphics performance 
Intel's new AGP high-speed According to ATI, 3D Rage also 
interface marks it out as a Supports AGP's pipeline and sideband 
desirable piece of equipment protocols, ‘which significantly improve 





the sustained bandwidtn that is 
critical to 3D and video performance" 
Edge recently saw a Rage Pro-specific 
demo of F1 which showed plenty of 
detailed textures, but a slightly slower 
frame rate than the 3Dfx version 
However, the ATI card will бе cheaper 
and represents a complete videocard 
solution, which will.no doubt attract a 
sizeable contingent of PC owners. 
AGP 3D Rage should ship in the 
second half of '97 (alongside intel 
Pentium Il machines), while а slightly 
slower PCI version — designed for 


current-generation PCs = is E 
due to ship in July 
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ony's underground though, when it was 

marketing efforts are discovered that the main VIP 
still very much in flow as its tent couldn't cope with the 
presence at this year's Tribal projection system and a rather 
Gathering attested. TB97 was weedy projected screen image 
the biggest dance-only music resulted. Either that or all 
event ever held in the UK and those involved got horribly 
the games giant added a touch messy and forgot to turn up... 
of style to the rather muddy The PlayStation may be the 
and chilly proceedings by only console with a mass- 
taking space for an invitation- market consciousness but it's 
only VIP tent which was also managed to obtain some 
decked out with plush sofas, a counter-culture kudos by being 
few PlayStation pods, and an associated with events such as 
copious supply of free booze. this. Needless to say, the 
Its plans for DJ PlayStation Nintendo Challenger bus was 
challenges ran into trouble, nowhere to be seen. 





er is Bullock s Ghost music 











he Barbican Art Gallery is running an exhibition based on computer technology and interaction. Called 

‘Serious Games’, it is billed as an attempt to use the ‘participative structure’ of videogames to explore 
serious issues like mental health, disability and the value of money. Each of the works of art in the show 
makes some use of modern technology (CD-ROM, Internet, virtual reality, etc) and allows the viewer to get 
involved — unlike in other modern art exhibitions. 

Among the eight exhibits is Char Davies' 'Osmose's installation, which requires the viewer to wear a VR 
HMD set and a 'sensory vest' and then enter a virtual world where movement is controlled by breathing. 
Then there's ‘Resonance of 4' by Toshio Iwai, where four participants have to stand on floor tiles and create 
computer-generated music — perhaps the world's first multiplayer piece of art. 

Most interesting, though, is Jim Campbell's installation, ‘Hallucination’, where viewers enter a video 
projection and see themselves engulfed in flames. 

The exhibition runs from June 19 to August 17. Contact the Barbican Art Gallery on 0171 638 8891. 
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dge's US sister magazine, Next 

Generation, recently ran a poll on its 
website asking readers who should play Lara 
Croft if a Tomb Raider film were made 
(which is apparently a distinct possibility). The 
number-one suggestion, with 30% of the 
votes, was ‘Speed’ star Sandra Bullock (right), 
who was felt to have the right look and was 
experienced in action films. Other predictable 
top ten entries included Elizabeth Hurley, 
Pamela Lee-Anderson and Uma Thurman. 

Less predictable, though, was Lucy 

Lawless ("star' of god-awful swords n'sorcery 
TV show ‘Xena’), who made the top five, and 
diminutive Aussie Kylie Minogue, scraping in 
at 20. However, after her sister's recent trip to 
the cosmetic surgeon, perhaps Dannii would 
be better equipped to take on the role 








C purred on by Wipeout's successful 
* blend of videogames and dance 
music, Sony's Japanese publishing arm 
has licensed a number of western- 
produced techno tracks, from artists such 
as Derrick May, Hardfloor and CJ Bolland, 
to provide audio accompaniment for its 
forthcoming PlayStation title, Ghost in 
the Sheil (below), based on the popular 
anime movie. Expect other Japanese 
developers to pick up the trend soon... 








EDGE SINGLES OUT THE WINNERS AND LOSERS IN. 
THE INTERMINABLE BATTLE FOR VIDEOGAME CRED 


Force-feedback joysticks. First discussed in Edge 35, these 
me ЕҢ being engineered by a number of joystick 
manufacturers, could represent the biggest revolution in game 
control since Nintendo introduced the D-pad concept with its 
Game.& Watch handhelds way. back in the early ‘805. 


The announcement of Pocket Monsters for the N64. The 
Game Boy version (which allows players to connect two 
handhelds and put their monsters’ into battle) has already sold 
2.5.million copies in Japan — after the Tamagotchi 
phenomenon, is this officially The Next Big Thing? 


A Sat 
hold.of a machine capable of playing some of the greatest 


urn for 100 notes. Pop down to Dixons or Currys and get 


games of the '90s, including Sega Rally, Fighters Megamix, 
Virtua Fighter 2, Virtua Cop 2, NIGHTS and Dragon Force. 


ssiah project. His technology must be hot if 


Nintendo's 'secret' new N64 mascots, Banjo and Kazooie 
Hold on, don't tell us... one of them wields a banjo, while the 
other plays a mean kazoo? The game may well turn out to be 
spectacular, but Edge smells the grim whiff of US marketing. 


Dave Perry's Me 


Intel is using it in presenting its keynote speech at ЕЗ... 





Gremlin's press release announcing the company’s plans to go 
public, estimating the value of the Sheffield-based softco at 
‘between £45 and £55'. Overpriced, surely... 


Tomb Raider's Lara Croft making the cover of The Face. Sadly, 
it would appear that smudged mascara and protruding ribs are 
beyond the capabilities of Core's graphics artists... 


Matsushita's M2 superconsole. Trip Hawkins and The 3DO 


Company's dream finally crumbles to dust, leaving all those 
involved in the project mourning the passing of an era. 


The delay of Nintendo's 6400 until March 1998. The company 
will know doubt be hoping that the unit's price tag — just 
¥10,000 (£50-60) — will ease the pain of waiting. 


Tamagotchi, No, Edge doesn't give a toss what yours is called. 


- (game over) 
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МІ норо teleased ir 1987, 
one of these seminal Вр titles 
IIe playe rs all:Qver the 
rid remember fondiy: Until its 
tventure games had 
xt-only affairs, Gul The 
rs detailed, Сү 
graphics and in«depthi gameplay 
new direction for adventures inthe following years: 

The game was Created by a кайтш H7 people = an 
extraordinary number given That most games. |у those days were 
the work of single coders ~ and its programmer Philip 
Mitchell 5 | works for the Australian developer to misd HAC 

A houat h we didn't Know when we were creating t. Fr 
Hobbit ended up consuming some peaples lives, he refi 
People held They own Hobbit evenings, and monthly games 

zantes even allacáted the game its own fegulat section: 

This obsessive passion ted off of what was essentiallya 

phisticated parser and а truly engi ssing storyline - 
thing that zame-out of Mitchell's: ovevdt the very first 
| ugl hooked on leet adventures a! university 
fas blown. away by the concept of di interactive story. Prol 
t, adeagames had just been Poog-and things аі. 
Vile Mitchell respects modern graphite sicventures sue 
ist, he's still passionate about the deptili that text adventures 
rs à bit like the difference between а good book anda 
he believes. "The pictures created imoyour Head qe offen 
than {һе ones on screen | 
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Lipshde 
* Sarah Cracknell 


The Oasis Songbook Interactive 


s any guitar pro will attest, Oasis songs are notoriously easy to play. Most 

of them contain all the standard guitar chords like G, A and D, with hardly 

a barre-chord (the tricky ones prone to hurting fingers) in sight. Noel isn’t 
known for his outstanding guitar pyrotechnics, just good solid songs, making Oasis 
the perfect choice for the beginner. 

Simplicity i& also what makes Oasis Songbook a sound purchase. The user 
chooses a song and then gets a lesson in how to play all the chords it contains. An 
image of a hand fretting each chord individually shows exactly where fingers must 
be placed - a method that is much easier to understand than the conventional 

chord boxes guitarists normally have to struggle with. Once users are au fait with 
the chords, they can move along to playing a song. However, to suit the beginner, 
all the widdly lead parts are left out of the process 

Perhaps the most impressive aspect (5 the fact that Oasis interactive 
features real CD audio versions of all the songs from "What's the Story. ..'. there 
аге no session musicians standing in here – the user is virtually playing along with 
Шат singing and Noel backing throughout. As each track plays you're prompted 
with the chords you should be strumming: botn the chords and the music are 
synchronised perfectly, $0 you get plenty of time to get ready {Ог the changes. 

Significantly, the songbook isn't all there ts to this disc. A pretty 
comprehensive multimedia section, which includes the usual collection of 
biographies, press cuttings and quizzes, completes the package, making it almost 
worthy as a purchase to non-guitar strummers. 

As an introduction to guitar playing, Oasis Interactive works perfectly, The 
more experienced guitarist will find all this strumming a bit boring, but the Oasis 
fan who merely wants to iearm how to play along to his idols’ tracks will adore it. 





veryorie should Own а сору at "52 Tougt, 

the second album by Saint Eterne. 
Cracknest $ other musical persuit. The sheer 
variety and meliow exuberance of the music 
comgplemerted oriant бу Sarah's honey-enged 
voice, made it the best ‘lary summer afternoon 
айып of the 905 "Lipside", Craekmelf s first soto 
Offering, is much ees diverse and affecting, but 
ЭЙ as (ts moments. Ready or Not. for example. 
is Etienne circa Tiger Bay’ - sweeping. tragic – 
while "Anymore" and Taxi” are consummate 
dance-lite. Not as barging as this montfi' s other 
offers, but chic in its own way. 


Gut Records 
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А meeting point for media capitalising on 
the digital entertainment revolution 





Music Machine 


udding electronic musicians could do much worse than to lash out a paltry 

£16 on this electronic music software package. It's not CuBase by any 

SUI A Eo, but rather aims to provide a gentle introduction 
to the idea of creating music on your PC, and particularly to basic concepts like 
2s animu multi-tracking. 

АЛЕЙ test, You dick on x соска TO sect a mulca sn je - а! 
forms of electronic music, fram hip-hop to gabba, are represented, aithougn the 
ready-made tracks tend to be infused with a worryingly high level of Euro-cheese. 
Having selected a track it's off to the Arrange room. This lets you take the Dasic 
building blocks which constitute the track you've selected, arrange them using a 
clean visual interface, and add overdubs and samipies from a massive sample library 
(but you can introduce your own). 

The Arrange room is where it all happens. Each track nas four different 
sections, and you can create your смт efforts using different combinations of these. 
Plus, you can drop out the bass, keyboards and/or drums if required. But the main 
means of imprinting musical genius Оп your track is by using averdubs, which are 
essentially samp 5 that you drag and drop into one of the bars making up each 
musical section. When you're happy with the arrangement, t's off to the mixing room, 
which is pretty rudimentary, but will give you a genera! idea of the basic principles. 

You Сап also mess around In a virtual DJ's booth, attempting to mix the tracks 
you've created (this is no substitute for a pair of SL1200s and a mixer, but it’s not 
bad effort), Don't expect to be able to use Music Machine to get yourself onto "Top 
of the Pops’, but if you fancy being the next Photek or whoever and don't have the 
foggiest notion of where to begin, this is an ideal starting point. It's а sort of "Janet 
and John’ of electronic music generation. And that's meant as a compliment 








ogical Progression réturris with Level two 

Of the jungle collective, moved by the 
hands of Blame. alongside Logical vemerans LT) 
Bukem, РЕМ and main vocalist MC Conrad. 

This time around a Slightly more laid-back 
and ambient feel is created with hypnotic rmythm 
and classical instrumental backbeats Similarities 
to the first album can be detected, though Blame 
have refined ft wel, witn more mendy 

Part two 6 unrogd and has great tracks 
fram РЕМ (Love & Happiness’) and Blame (340° 
Clic) witn vocals from MC Conrad and DRS. 
junetists with intelligence should seek it out. 


AMD K6-based mini-tower PC 


~= lonex may be best known as a supplier of PCs to big companies and government agencies, but its keenness to get the 
= Most out of new technologies as soon as they appear, allied to its ability to build a PC to whatever specification users 
require in its North London factory, make it the perfect manufacturer for those looking to acquire a machine which runs 


games as fast as is imaginable. 





This was the idea behind Edge's review machine, one of the first on the market to make use of AMD's storming new Кё 
processor, which was belleved might blow away everything on the market bar, perhaps, the much pricier Pentium II. And Edge 
wasn't disappointed, particularly when the processor's performance was backed up by a specification including 32Mb of RAM, a 
4Gb hard disk, a 24-speed Matsushita CD-ROM drive, two Universal Serial BUS ports, a Creative Labs AWE64 sound card, a flashy 
17-inch idek monitor and a 64bit AT! 2D graphics card with 2Mb of VRAM 

The machine really came into its cwn with modern 3D games which would place some stress on a 200MHz MMX Pentium 
machine, such as interstate 76, X-Wing Vs Tie Fighter and Actua Soccer. Out of curiosity, Edge also tested it with Microsoft Soccer 
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(surely one of the slowest PC 3D games ever), and even that was rendered acceptable for the first time in history. DOS games saw а 
less marked improvement, but most of them have been designed for use on inferior hardware, so this was hardly surprising. 

Elonex will supply PCs with 2D/3D graphics cards, but it really is best to add one of these post-purchase, after deciding which | 
particular chip has the games support that appeals to your taste. After adding a VideoLogic Apocalypse 3D card, though, it really is 
difficult to imagine how a PC could run games any faster. AMD's Ké chip could almost have been designed to power games PCs. 

Pentium ils, on the other hand, have been designed quite specifically to run business software, and only really fly with code which 
has been specifically recompiled (they also run Windows NT code much better than Windows 95 programs). Although the required 


recompiling jab is not difficult, it's not 


: something many games developers will be doing. It must be noted, though, that the Pentium | 
I's floating-point performance is slightly more impressive than that of the Ké- but AMD's MMX implementation is, on paper, slightly 


better. On balance, Edge would have to say that the Ké just has the advantage for running games. If potential buyers feel otherwise, 
though, Elonex will soci make them an identically Buses machine with a Pentium Il processor. 


Neon Genesis Evangelion: Vol 1 


7T t may be difficult for some British viewers to 
` comprehend, but this truly epic sci-fi series 
- generated a massive following when first 
shown on Japanese television and then became the 
biggest-selling animated video of 1996. It has also 
spawned comic books, hundreds of fan websites and 
a Saturn game produced in conjunction with Gainax ~ 
the legendary Tokyo animation studio responsible for 
the origina! series. 

So what was all the fuss about? in some 
respects it is tricky to gauge from the two short 
episodes presented here, because they're mostly 
concerned with introducing characters and themes. 
The plot, as is often the case with anime, begins with 
apocalypse and the decimation of tne human race, this time caused by an asteroid 
melting a polar icecap. Now Earth is being attacked by huge, sinister beings called 
Angels who can only be defeated by newly invented bio-mechanical fighting 
machines known as Evangelions. What separates this from inferior fare, though, is 
some interesting characterisation, well structured story-telling and an interesting 
quasi-religious narrative which, like "Ghost In the Shell’, hints at greater themes being 
explored under the slightly predictable, but still exciting, giant robot battle scenes. 





ove Corporation, alongside some of the 

UK's finest DJs, deliver here a compilation 
album of ‘essential remixes’. The opening track, 
‘Cathedral of Glitter (by Monkey Майа), creates а 
Classical, haunting start which Is proceeded ny 
the sermi-ambient beats of Danny Rampling and 
Andy Weatherall 'Falatial' & and "бте Me Some 
Love’). Midfield General's "Beware the Tranquil 
Tran’ is a classic, again with a haunting 
undertone overlaid with a great nreakbear. 
‘Palatal (Scuba Міх), the final track, finishes off 
the album adequately, rounding up an album 
that’s well wonn a listen. 





Dance Stance 
Love Corporation 
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Global Underground 





Paul Oakentold /Various 
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Tokyo Fist 


sukamoto Shinya is a director obsessed 
with cyberpunk imagery, most famously 
with his previous ‘Tetsuo’ movies. 

‘Tokyo Fist’ is more down to earth, 
centering around a destructive love triangle 
between a mild-mannered insurance salesman 
(Tsuda, played by Shinya himself), his fiancee 
(Hizuru) and his ex-best friend, а boxer (Takujil. 
The ‘Tetsuo’ themes of transformation remain 
intact, though: as Hizuru begins an affair with 
таки, Tsuda, obsessed and angry, takes up 
boxing, slowly tuming himself into a killing machine. 
Hizuru, meanwhile, becomes equally obsessed 
with body-piercing and spends most of the film 
trying to transform herself into a human colander. 

Shot at a frenetic pace, with a thudding 
Industria! Soundtrack keeping the pace intact, the 
movie’s structure sees Its characters slowly drive | 
each other insane with jealousy and neglect, | 

"Tokyo Fist’ is a nightmarish but fascinating study 
of decay and obsession. 


Т^ ig-name Dis don't get much bigger than 

-^ Paul Oakenfold. With his unswerving 
commitment to tne kind of uplifting, pounding 
melodies that maine dance floors erupt, ne is one 
DJ who straddles the divide between the 
underground and overground with consummate 
ease. Recorded live in Oslo, this quality 
double-CD set mixes mellow drum'n'bass with 
house and trance cuts - many fresh off acetate. 
However, while straying more than usual from his 
trance-infused style, this mix is slightly eclipsed 
by his previous tape-only sets recorded for the 


Global Underground series. an 
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Stereo headphones 
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J eadphones often get a bad 
- rap for sounding, well, pretty 
poor. The standard pairs that 
come with typical personal cassette ог 
CD players hardly cut it compared to a 
decent pair of hi-fi speakers, and so, 
generally, music fans only listen 
through them when needs must. 
However, the right pair can blow 
even a top-end MIDI system's speakers 
out of the window, Sennheiser, which 
has been making headphones for 
decades now, has just released its new 
flagship models - the HD 6005 – and 


these will do nothing short of shock 
Huge amounts of bass, cleaned yet 
crisp treble and а Solid, broad midrange 
belle the source, Going louder than 
most human ears Can stand, this has 
got to be the definitive voice of 
neadphone technology. 


Big Brother 


. 5.1 imon Davies is оп a crusade, After 

. 1 founding Privacy International, he 

=! Ras been campaigning to bring to 
public attention issues which. affect the 
privacy of everybody as the Information age 
gains pace. With the prevalence of CCTV in 
inner cities, for example, the anonymity of 
the general populace is slipping away. But 
Davies can ever see a day when everyone is 
tracked vla satellite, their digital cash 
transactions traced and phone calls logged 
onto a computer for marketing purposes, 

Even seemingly benign technological 
breakthroughs are enough to rile Davies. The 
introduction of Caller Display and Call Return 
by ВТ recently is at first glance innocent 
enough. Davies, however, delves into its more 
sinister side which has led to this technology 
being outlawed in some American states. 

So the author may seem paranoid at 
times, but he does open eyes to the 
implications of data surveiliance technology. 
Even though western society cherishes its 
freedoms it is somehow allowing them to stip 
away. Think you're immune? You're wrong. 
Right now you are on at least 200 different. 
databases. Keep looking over that shoulder. .. 
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“TT пеп even tne local bank is using jungle 
1AA asthe backbone of its TV jingle, it can be 
hard for new drum'bass acts to stand out 
from the crow. Nostramus have ne such 
problems, thanks to an ability to match the: 
rhythms to everything from earttry reggae to 
sweeping ámbient washes то skeletal techno 
and beyond. And yet 'Earthlights" never suffers 
from) the magpie syndrome that afflicts so 

many other multi-faceted bands, each track 


instead working ав an Organic extension of the 
‘band’s style to thrilling effect, Nostramus are 
one outfit Gesarang of headline status. 





Multi-format disc player 


P | T owadays, anyone who wants 
| © to get into digital home 

- cinema |5 faced with a tricky 
choice: ges Into Laser Disc (expensive), 
buy inte DVD (if you can find the 
software), buy into VideoCD (cruddy 
quality), or wait until Sony gets around 
ta launching a killer-format alternative. 
Buying into the lot will put three more 
players under the TV. 

No longer true. Ploneer has just 
launched its multiformat player, the 
DVL-9, which quadruples up as a DVD 
player (NTSC format only, though), а 
Laser Disc player (again, NTSC), à 
white-book VideoCD player and a 
spinner of the trusty ald audio CD. tt 
really {5-а bit clever. Plus, the adage 
"Jack of all trades, master of none’ is 
entirely inappropriate: everything it 
can do, it does hugely impressively. 


Possible Worlds 


= піке Howard Reingold in nis seminal 

`` Study of the dawn of VR technology, 

-' ‘Virtual Reality’, Shroeder writes 
from the perspective of an academic, looking 
closely at the sociological aspects of VR and 
its impact on the social dynamic. 

, Jnterestingly, but perhaps slightly 
predictably, he sees VR making its earliest 
impact in tne field of entertainment. Even 
though the technology is beirg developed in 
other areas like architectural visualisation and 
medicine, he argues, it will only take its first 
step into mainstream conciousness once it 
has been employed in something like an 
affordable home gaming platform — 
something Sega and Nintendo are no doubt 
spending millions developing. 

Schroeder's writing is a йе dry at times, 
but he has a clear understanding of what has 
been achieved with VR, and what is yet to 
come. There may be а time, for example, 
when people spend years of their lives in 
virtual environments as part of their work and 
leisure, VR and humans may even one day be 
merged to become ‘fusion people’. And 
Somehow he makes that sound intellectual 
rather than kinky. А remarkable acheivement. 





ET hetitie is, of course, a play on 

CAL Microsoft's ubiquitous product, and 

an allusion to the office-triendly nature of this 
‘Quality collection, Mallow without getting too 
chilled-out is the theme here, the sounds 
sourced from lesser-known acts on both 

sides of the Channel, Ready Made provide 

the quirky aspect, with а downtempo track 
encompassing both blues and lounge jazz, 

while Nova Nova's contribution coud aimast 

be left over from a Tori Amos session. Bizarre, | 
perhaps, but such material actually sits well — | 
alongside the purer electronic forms hera. 
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The Nintendo 64 has produced a wide and 
loyal pese Sellen vd fa. tud 
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Nintendo 64 siteseeing 


ike all leading platforms, the N64 has 
L а huge presence on the Net in the 

form of dedicated websites and fan 
pages. The difficult thing is rooting out the 
1090 or so that are run by truly dedicated 
gamers and therefore provide regular news 
and Nintendo information worth reading. 

The official Nintendo Power Source is 
perhaps a good place to start. Previews and 
demo downloads invanably end up here first 
before being liberally distributed about the 
rest of the Web by others. In fact, the whole 
site works more or less as an extended 
magazine preview section with plenty of 
screen shots and good solid coverage. Proper 
news does get the occasional mention (this 
was the first site to talk about Rare's 'Banjo- 
Kazoore' project), and press releases are 
featured, but updates are not particularly 
regular and the more negative aspects of the 
N64 — ie the slippage of the 64DD to March 
'9B — are curiously left unmentioned. 

Which is where sites like Nintendo HQ 
and Nintendojo come in, Being unofficial, they 
can, of course, afford to be a little more 


Net Search | Net Directory | 
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Software 


objective in their coverage and deal with the 
N64 in a more open-minded way. A recent 
extended NHQ news piece, for example, 
talked about Nintendo's poor performance in 
Japan and suggested ways the company 
could improve its market position before 
Christmas. However, for raw news N64.com 
or Next-Generation.com (both from Imagine 
publishing) are perhaps better options, 
presenting the continually updated facts in 
clear and (mostly) authoritative text, 

Accompanying NHQ and Nintendojo's 
news coverage, though, is a wealth of features 
which make inde Sh site feel much more as 
though they are run by people who love the 
N64. NHQ, for example, features enthusiastic 
editorials with titles like "IF | was a garnes 
designer', and there is a much more global 
feel here (the site boasts a regular news slot 
from Japan and even gives advice to UK 
consumers on where to buy imported N645). 
The fanzine approach can grate at times, 
though — whoever thought that readers’ N64- 
related poems would make good reading 
must be regretting their idea already... 





A bulging football Net 





market. Sunsoft is such a publisher. 


After a prolonged absence from Europe, the Japanese firm is 
re-entering the videogame scene convinced that it has a contender 


strong enough to take on the opposition. 


PC title Soccer Nation, the result of a claimed 30 man-years of 
development from Newbury-based developer Crush!, promises to be 
the first football simulation to offer both detailed management and 
advanced arcade-style play. The emphasis is on creating a game that 
will meet the demands of the most dedicated of football fan, and as à 
result every option present in the garne can be meticulously modified. 


ublishers releasing football games nowadays have to be 
confident their product can go head to head against some very 
stiff competition in what is currently a severely overcrowded 


Soccer Nation's 
design and build 


However, realising the potential of online gaming for such à title, 


Crush! has gone one further than its competitors and included this 


option in its forthcoming product. 


As a result, Soccer Nation's potential is massive. Players will be able 
ю pick аети OO О! CES ТШТ Tien рүн, all 
‚ design their own kit from 500,000 


with their individual 


design possibilities; and. build their own stadium from the B.5 million 
combinations offered. Then they will be able to train their squad in 
order to participate in friendly matches against any players willing to 
take them оп, Furthermore, Crush! will have regional leagues organised 
by the end of the year, with the promise of national and intemational 
cups to follow. 
Additionally, Soccer Nation will feature an international transfer 








market for players wishing to buy particular team members in an 





atternpt to improve their squad's chances. Characteristics of the 


required player can be uploaded, along with budget restrictions, and 
the Crush! server will provide a list of players available. Negotiations 
are then up to the individuals concemed. 

Anally rententive Soccer Nation players can also download other 
players’ matches and study them for tactics in the hope of discovering 
a weakness in their defence. And if that doesn't work, it's even jl 
to taunt the opposition into making a mistake by sending one of the 
sampled abusive chants provided down the line... 


Soccer Nation looks like a promising title and one that could take 


online gaming into a new era, partly because of its universally popular 


subject matter. Armchair football fans might well find themselves 


spending far more time in front of PC monitors rather than televisions 
when the game is released in August... 
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Animal magic 

Given the huge success of Bandai’s Tamagotchi, it was inevitable that SCE would get in on the "virtual pet 
act eventually, The result is PlayStation title Gambare Morikakun 2, in which players look after a strange 
half-robot, half-insect hybrid who lives in a colourful 3D world. To advertise the game, SCE has developed 
two commercials which easily compete with most Japanese ads for irreverent weirdness. The first has а 
dog, a fish and a parrot glaring jealously at Morikakun, ‘the pet in the TV’. The other has a group of mothers 
meeting in the park, each pushing a pram with a TV set in it showing the Morikakun on-screen. After they 
make comments to each other like ‘yours is very cute — he looks like his parents’, a voiceover announces: 
'Morikakun: the pet you can raise in ће TV’. Let's just hope no one tnes to give it a bath 


Acid test for Asmik 

Having already extensively explored themes of sex and violence, the software industry is on the verge of 
tackling the last bastion of conservative morality: drugs. Japanese developer Asmik is currently working on a 
game entitled LSD — or Link Speed Dream, to give it its full moniker — which is being described by its 
creators as a ‘walking dream simulator’. Here, the, ahem, ‘user’ has to wander through several levels of a 
strange, psychedelic world and, judging by the screenshots Edge has got hold of, watch sumo wrestlers 
going at it in rainbow-coloured rings. 

Although the company denies on its Web site that the game has narcotic connotations ("It rs not like 
taking some acid and going on to the next stage. Acid is illegal, even for adults; reads one paragraph), this 
is probably just a half-hearted attempt to put would-be censors off the trail. Whether Asmik fools the 
notonously conservative SCE is another matter. In all probability, the company will probably never release 
the game anyway — it will just imagine it has and then get paranoid when no one buys it. 


Digital dreamgirl 
Japan's fascination with computer-generated women (highlighted in Edge's profile of rendered pop star 
Kyoko Date, E38) continues with Laura — the virtual TV presenter. Laura was orginally created by Warp for 





The TV commercials for SCE's contribution to the ‘virtual pet’ craze 
spawned by Tamagotchi feature the usual quotient of Japanese surreality 


THIS MONTH IN EDGE'S DISPATCHES FROM THE JAPANESE INTERACTIVE ENTERTAINMENT FRONTLINE... 
A NEW ADDITION TO THE “VIRTUAL PETS’ MENAGERIE... DRUG CULTURE MEETS GAME CULTURE IN LSD... 
"VIRTUAL PRESENTER’ LAURA HITS THE SMALL SCREEN - HAVE RICHARD AND JUDY MET THEIR MATCH? 


Asmik's odd LSD project is described as a ‘walking dream simulator’. The 
company denies that any hallucinogenic references are intended or implied... 
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tS much hyped interactive movie The D. Now, though, she's presenting ‘Digital Chat', a ten-minute, twice- 
weekly show covering movies; games and various other subjects. In terms of animation quality, Laura is not 
quite as impressive here as she was in The D — she only makes a few basic movements throughout the 
programme and is mostly viewed in portrait. However, Warp boss Kenji Eno is certainly getting closer 

to his ultimate aim of creating an all-round virtual actress — Laura is now set to star in a feature film 

version of the Saturn game Enemy Zero which is due for a Japanese release in July. 


Edge 5 survey of vital videogame statistics from the Land of the Rising Sun confirm the pre-eminence of 
в | m j س‎ į m4 an M ou naim si m Amm mE diua iiig 
Plays Di, 164 S Set to 5 Doard When It 5 reieased at the end or te year 
Th eim arke t in figur "s * PlayStation: 8, 160,000 B. Super Robot Taren F 
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(manufacturers); 9,080,000 (retailers) 
= Satum: 5,900,000 (manufacturers); 
6,020,000 (retailers) 
* Nintendo 64; 3,960,000 Most-awaited titles according to 
(manufacturers); 3,720,000 (retailers) retailers 

1. Bioharzard 2 


9. Virtua Fighter 3 
Installed bases of consoles in 
Japan (to end of March, 1997) 
* PlayStation: 6,500,000 

* Satum: 4,800,000 

* Nintendo 64: 2.040.000 


10. Biohazard (Satum) 


* Super Famicom: 16,870,000 Most-awaited titles according to 2. Derby Stallion 
» Game Boy: 15,020,000 manufacturers 1. Final Fantasy Toctics 
«РСЕ 2704000 | гекта 64 4. Pocker Monster 2 


+ 3DO* 750,000 
* Neo-Geo: 700,000 


2. Biohazard 2 5. Saga Frontier 
3. Derby Stallion 6. Virtua Fighter 3 
4. Final Fantasy Tactics 7. Tekken 3 


ssaJdx3 nsque :35/n05 


Console sales forecasts for the end 5. Saga Frontier B. Super Robot Tasen F 
of 1997 (according to 6, Tekken 3 9. Zelda 64 
manufacturers and retailers) T. Pocket Monster 2 10. Tokimeki Memorial 2 





"Virtual presenter’ Laura is the frontwoman for 
new Japanese television programme ‘Digital Chat’ 








аг, Peter Molyneux made the 


= | TI [тг r "= rm سے‎ 
t Bullfrog, the company 
j 


a 


rg ne poned that 


жа Ге: 
Ыы, ТИ ТЕКТ 


£661 Ájnr aulzezZew 3040 


nd management 


m 
n^ 
"l af 
А = 1 31 : ТТ: | > Jaa See wu ГҮ 
» aving behind a few angry рео 
F | j XM elf ПЕ [ПЁ 1j M Keeper 
> 
i. E T. ' ۳ T* Sen, Pure x3 C maim 
E "EUR iow he has a new company, Redeye Studios, 
* 1! „ЖЕ EO ! ; j | wu j | ut now Wy [| 
У, 7 
а 1 ] s | Pru mal«^cale development work OUT; 
: 


A What is the truth behind nis decision to leave 


= 
м mi ПП р rasato? d "rut jA win thé 
шар = pany he created? Edge met up witn the 
= E ir т Poar i" - rA: * 5 eb "2T T | " 
t be 1 yt | ылы wk = oJ! в]. 1 
* - 


Edge: When did you actually make the di 


| leave Bull TOs: 

g up in 
$ 
| 


5 |Ш5 і W dsl | EOI Ig 


! Ithougnt 
contact the 
| him that | 


F ГЕ fw CUEXSEYAT = Wa an | 
ener nad дееп comnpieted,. 


QUIT nio t De ‘ne Dest 


Ъз кл fy 
OYE aor 





(TPR, | Id Jr! ari thien, 
if the games industry has апу real ‘stars’, when Dungeon Keeper was in the shops, | should 
VE Solu lere is a Monin 5 notice, cheerio. 
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was so much a part of my life that you can't just 
suddenly say | have no emotions about it. | will 
always have emotions about it. 

But there was this feeling of, well, you Know, 
what agenda is Peter working to? And people 
just built up these ridiculous fears about me 
poaching people, and about me making these 
deals with other companies — none of which 
was true. All| wanted to do was to finish off 
Dungeon Keeper and to make it the best 
possible game | could, because it was the last 
game | was doing for Bullfrog. | was, in fact, 
absolutely focused on Dungeon Keeper to the 
point that everything else in my life was shoved 
to the back burner for à while. 

Edge: There were obviously a lot of other 
games in development while you were working 
on Dungeon Keeper — Syndicate Wars, for 
example. How much Involvement did you have 
with rose оспет games, OF were you kept away 
from them as well? 

PM: Well, yeah, that was the unfortunate thing. 
Here | was looking at Gene Wars and Syndicate 
Wars, not on a daily basis but, you know, on а 
sort of a weekly or two-weekly basis, and 





helping the teams along – which Is a difficult 
thing to do anyway. But then, suddenly, | wasn't 
involved. Full stop. There was no other input. 
This was really frustrating, because to be honest 
| would not have released Gene Wars In the 
state it was In. | would not have released 
Syndicate Wars — | think it was technically 
excellent but it was simply too hard to play. | 
just would not have released them - | would 
have carried on developing them. | know that it 
is really unpopular not to release things on time, 
but I think Dungeon Keeper will prove that it is 
worth taking that extra effort to complete the 
game. That was the most frustrating thing of all 
because | quite simply wasn't allowed to 
comment on those titles. 

Edge: Did you have much contact with the 
other famous names in the business who were 
all thinking of getting out of their various 
corporate situations at the same time as you? 
Did you all just meet up in the pub and say, "This 
corporate stuff is crap, let's get out?' 

PM: Well, yes. The thing is, the way this Industry 
works'is that you never say, ‘It's crap,” you 
always say, "Wouldn't it be better if..." We have 
a much more diplomatic way of doing things! 


| think the trouble with the studio model at the 
mornent is the big umbrella of development that 
a lot of the larger publishers have. The problem 
with it is that it is vastly expensive and it does 
encourage people to be pissed off with it 
because they can't change things — you are just 
a cog in the wheel. 

Inevitably, when people get pissed off they 
look round and they see other developers 
making an awful lot of money, deciding on their 
own destiny, deciding where they are going, and 
they think, ‘Why the hell am | bothering to do 
this?’ | think there has been a lot of that 
happening, and there's going to be an awful lot 
more of that happening. But what people must 
realise is that it's tough = it's very hard to run 





'It'S very hard to run your 
own development house. 





your own company, or your own development 
house. Everything ts always Sweetness and light 
until you release that first game. Then, if that's 
not a super mega hit, по опе will talk to you. Up 
to that point everyone will talk to you. 

Yeah, there have been a lot of people, you 
know, people from John Romero down to a few 
English developers, who have been around for 
years and years, and they are all thinking of 
going off and setting up their own groups and 
doing their own thing. 1 do start to wonder 
where all these games are going to go and 
who's going to publish them all, because | know 
of 20 new startup development groups, ail of 
which have the same ideals, all of which are 
saying exactly what I'm saying, which is that 
they are going to produce the best games, the 
most original games, the best technical 
games... And you Just think, well, how many 
successful games were there last year? Perhaps 
a handful. And all of these new startup groups 
have to develop those. It's going to be tough. 
Edge: What do you think about what happened 
to Scavenger and that whole dream that went 
sour? Did you follow the situation quite closely? 
PM: Yes, yes, I followed the Scavenger thing 





Everything is sweetness and light until you 1 
that first game. Then, if that's not a super mega hit, no 
one will talk to you. And 


and | have to say | am hugely delighted that it 
wasn't successful, because 1 think the way it 
went about business was particularly bad. In 
fact, in Dungeon Keeper I've got a little 
dedication to Scavenger - there is one bit of the 
game design which was inspired by the way 
they got their staff. | said at the time, it is 
inevitable that those people are going to have 
problems. What they did was, they went round 
to every major software house and they just 
said anything to get the best developers from 
that software house. Scavenger promised them 
the earth and then the sun and it lied. All these 
people had perfectly good jobs, they were 
perfectly happy, but Scavenger said it would 
give them fabulous royalties and their own 
destinies and it was all complete and utter lies. 
The company lied to the publishers, it lied to the 
people it worked for, it lied to the public and the 
results were obvious. Scavenger collapsed 
because it couldn't live up to all these lies it put 
out. It made an awful lot of people very, very 
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pissed off indeed. So | have to say that | am 
quite delighted that it hit the tough times. Not 
delighted for the people who worked there, but 
for the people who took the decision to go out 
there and be so aggressive and be so motivated 
to do an awful lot of damage to the industry. 
Edge: One of Scavengers specialities was 
announcing games that subsequently failed ro 
ever come out. 5o what happened with 
Bullfrog's Creation? 

PM: Well, yes... What happened with 
Creation... Well, there is a little story behind 
Creation. Creation has actually, in one guise or 
another, been in development since Bullfrog 
started - originally Populous was called 
Creation. We had this tradition in-house to call 
every game, every special game we were 


PSCC н фанни eer hoe 


audience continued 


working on, Creation. So Populous was called 


Creation, and Power Monger was called " 
regtion. Ang then = tnis 15 pre-Magc Carpet 


just arter Syndicate Wars – Creation was started 


Ine Vady i а! Vil KC J VV th L rear Wi YY 35 in 1! 
Glen [Corpes| Came up with this engine which 
looked something like Magic Carpet, but it 


wasn t tremengousiy fast at that time. 50 I said, 
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Set it under water and then slowness doesn't 


matter so much because, you know, you're 
lagged. Then | came up with this game design 
where we had these eight cities which all grew 
and expanded under water and you were all 
competing тог resources. Which was fine, Dut 
then of course Magic Carpet came around and 
eclipsed Creation and then Creation got 
Dumped a little bit 
Anyway, to cut a long story short, it seemed 

to have been on our BOOKS under 'development 
for absolutely years. When you looked at it, 
when you looked at our plan, Creation had been 
there since 1990. Well, of course, it wasn't true 

it hadn't been there in 1990 because it wasn't 
the same game. But, erm, | think what 
happened is that a lot of people preferred the 
tact that Bullfrog concentrated on trying to be 
diplomatic, concentrated on products which 
they knew were going to De Ssuccesstul. So they 
preferred us to focus on Populous 3 rather than 
the unknown quantity of Creation. I think it is 
hugely 520 that it was killed — I think it could 
have оееп a really good game. A lot of people in 
the industry have been Inspired Dy the idea of 


Creation and have produced games based on 
that, which is fine. | think that's great. But | think 
it’s a real shame that it was killed, because it 
could have been something very impressive 


РМ: | think there are new genres coming along 
all the time, I've seen games fairly recently 
which | would call a new genre, in that the 
Digeonnoies we Created Tor computer games 
just do not fit any more. | mean, Doom or 
Wolfenstein or Quake can be thought of as 
representing a new genre, but equally, they 
could be Slotted into the action genre or the 
snoot em up genre or the arcade genre. What 
we're doing is mixing and matching genres 

| think that 3D 5 Still in its infancy and what 
we need to do now is to match 3D with 
gameplay, A lot of people have said that, but il 
does mean an awtul lot more work beine spent 

things like AI and getting environments right 
and getting ingame characters to fully 
erwironments, the environments Which we сап 
set up in 3D worlds now. As we get more and 
alistic, It 5 necessary to create 
environments that really work for the player and 
have gameplay which 15 tuned more towards 


the gamer ratner than the other way round 





SO I think it's all in its absolute infancy, and 
In five years time = probably less than that – we 


won t be asking who's got the best engine and 
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who's got the fastest engine, or the greatest 
number of polygons, or who's got the most 
beautiful engine. That will all be done by 
hardware. What we will be asking is now 
intelligent are the characters? How good is the 
gameplay? And that's the way it should be. 
Edge: So how will your ideas on 3D 
environments and artificial intelligence be 
employed at Redeye? 

PM: Well, the first thing | concentrated on at 
Redeye was the game design. It takes me a long 
time to think of a game because what I do is | 
hold it in my head and play around with the idea 
in my head before doing anything. What I'm 
going to be doing is concentrating an awful lot 
on Al and on gameplay, but also marrying that 
with some really, really nice 3D stuff. If you look 
at Dungeon Keeper, the amount of Al that's in 
there is truly astounding, but 1 reckon with the 
new game I'm probably taking that ambition ten 


=» 


times further. So It'S a very, very ambitious 
project, and I've got some really, really clever 
people from the University of Cambridge ~ a 
couple of top firsts - to help me on the Al 
because it's getting just a littie bit too much for 
me to handle. 

So my first ambition is once again to create 
something that I'd like to describe as truly 
original. I'd like to attempt to do something that 
hasn't been done before in computer games – | 
can't go into too many details = and marry that 
with the most ambitious 3D that | can possibly 
do. We're going to be supporting a lot of the 
new hardware that's coming out on the PC, and 
the ambition is to maxe the game environment 
as beautiful as it possibly can be and to 
combine that with gameplay which simply 
hasn't been attempted yet. 

Edge: 50 аге you looking at a whole new way of 
developing games? 

PM: | think the technique of writing the game is 
going to be the same. That technique is to 
produce a testbed first, which is completely 
graphically crap, and then apply all the 
gameplay and Al theories to that while the 
engine is being worked on and while the art is 
being drawn. Otherwise, if you do it the other 
way around and try and run the two things 


together, it just doesn't work — there is just too 
much work to do on the Al and stuff. So the 
production of the testbed is going to come first 
while the graphics are being drawn. That 
technique has proved about right for me. It was 
what | used back in the original Populous. 
Edge: So you have these two chaps from 
Cambridge coming along with their firsts and 
their Knowledge of artificial intelligence, but who 
eise is in the company, and what аге their 
specific Skills? 

PM: Well, there's Mark Webley, who is my 
brother-in-law and one of my best friends, and 
he's setting up the company with me along with 
someone called Tim Rance and Steve Jackson. 
I'll go through those sequentially... 

Mark Webley was the project leader on 
Theme Hospital for Bullfrog. He is one of the 
best people in the industry. When he joined 
Bullfrog, he didn't know anything about the 











We want Tim to specialise in that so we get 
the best out of the machine. 

There's also someone called Demis 
Hassabis, who worked with me on the original 
Theme Park. He left Bullfrog about two years 
ago to complete a degree and he's just finishing 
that now, so he's going to be coming back to 
Redeye and working on the new game. 

So there is quite a lot of expertise already 
in the company. Consequently, we've had a sort 
of running start, with a really nice mix of skills. 
There's Steve, who brings a different 
perspective to the design. There's Demis, who is 
one of the most talented people | have ever 
met. And there's Mark, who | have worked with 
for years. Plus, | can't give you the names but 
we've got artists already lined up. So the whole 
team, all 20 people, are just going to be focusing 
completely and absolutely on that first game. 
Edge: At the moment, the industry seems to be 
asking, "Well, if Peter Molyneux goes, where is 
Bullfrog going to get its Dig game ideas? Did 
you hold any ideas back after you decided you 
were going to go, and if So, was it quite difficult 
not to let on? 

PM: Well, because | was concentrating on 
Dungeon Keeper, | didn't have an awful lot of 
time to write down any new game designs. 
However, Bullfrog has got a lot of my designs 
knocking around — Indestructibles, for example, 
was one which should have been done but 
unfortunately it was going to be led by Sean 
Cooper and he left. | think that was a really nice 
game idea - they might undertake that again. | 
also did a massively multiplayer game design 
called Panorama, which was a really nice one as 
well. So | think there are about 15 game ideas 
sort of jotted down somewhere at Bullfrog. 

But obviously, for a while now I've been 
focusing on what my next game is going to be, 
and I've narrowed it down to two game ideas. 
The first one is very ambitious, really focusing 
on gameplay, Al and getting the environment 


r. I'd like to do 


something that hasn't been done before in computer 


games industry but he proved himself to be 
creative and hugely talented, and he's quite 
good at keeping me on time, which I'm not 
particularly good at. So | am working very 
closely with him. 

There's also someone called Steve 
Jackson, who was co-founder of a company 
called Games Workshop, which produced all 
those role-playing boardgames back in the '80s. 
He was one of the biggest games designers in 
the country, but what he hasn't done is 
designed any computer games, so ! am going to 
be working with him, using some of his 
expertise in games design. 

Then there's Tim Rance, who comes from 
the City and has been specialising in the 
creation of libraries and tools. What I don’t 
want to get involved in and what Mark doesn't 
want to get Involved in either is working on 
the gubbins and the mechanics of the machine. 


with the most ambitious 


games and to marry that 





3D that 1 can p do' 


right using those techniques. The second one is 
a bit of a surprise. It's a console game – very 
simple, but really, really focused and balanced 
and totally, totally original in that | had never 
seen anything like it before. What I've decided to 
do is go for the first option, which is a little bit 
more dangerous, really, because it is such an 
ambitious project. What we are striving to do is 
going to take an awful lot of computing power, 
but I think it's going to pay off. 

As I've already said, the most important 
game I'll be creating is my first game for this 
new company. | wanted the last game for 
Bullfrog to be brilliant and to sell well and | hope 


people agree that it is quite good, but | really 
want the best game that | have done in my life 
to be the first game for Redeye. 

Edge: You're not going to like this question, but 
when are we going to see this game? 

PM: Right, well, you're going to See the game 
when it's ready, is the answer. One thing that 
the last two-and-a-half years has proved is that 
it's utterly pointless asking me when I'm going 
to be finished, because the last person in the 
world who knows when I'm going to be finished 
is me. The way that | work - and the only way | 
work – is to keep on trying out an idea until it 
works and keeping on playing an idea until it 
works. A lot of people have said to me, "What's 
the secret of your games design?' and it's really 
very simple. I'm not clever, I'm not brilliant = I'm 
boring, actually. All | do is take an idea and just 
play it a million, million times. | must have 
played Dungeon Keeper for tens of thousands of 
hours. | must have played Populous for a similar 
amount of time. And that's the only secret: you 
just play it and if at the end of it you're not 
bored with the game, then you know it's right 
Okay, the original concept is important, but it's 
not nearly as important as whether, when you 
are able to play the game, you actually enjoy it. 
And if you can turn around and say, ‘Yeah, that 
is a game that | would play,’ then you know it's 
ready to release. So it's impossible to give a 





time. However, I'd be disappointed if it took 
longer than two years. 

Edge: You mentioned a console game there, 
and it's quite interesting what s going on in the 
console world at the moment. The Saturn's 
dying out, there's talk of satum 2 already, the 
PlayStation has done tremendously well but it's 
probably in a sort of mid-life sort of area now, 
the N64 isn't selling so well апу more but its 
technology remains exctiting... Which console 
would be the best for your game and which 
console do you like the most? 

PM: I think it was inevitable that the PlayStation 
would win the fight against the Saturn. Sony are 
big players, they've got big bucks and they 
designed a good machine which was well 
engineered and cheap to produce so the 
consumers would buy it. Technically, it's a fine 


console — you can go inside it enough and fiddle 
around with it enough to mean that we haven't 
seen the best games on the PlayStation yet. The 
N64 is far superior to it but has a number of 
drawbacks. You're going to see some stunning 
games on the PlayStation because everyone is 
starting to focus on it 

However, | think that the Nintendo 64 has 
got a number of real advantages to it. The first is 
that Nintendo cleverly decided to design а 
joypad which was slightly different to other 
people's joypads. They paid the price initially, 
and the price was that people weren't used to 
using this little analogue... nipple, as I call it 
They were more used to using the conventional 
joypad. But that risk will pay off in the end 
because with that analogue stick, you can 
actually design games that you are not able to 
do on a PlayStation 

So, the technical expertise of the Nintendo 
64, plus its new, lower, price, plus the fact that 
it"s got some joypad innovation, means that 
there is going to be some really interesting stuff 
coming up on the machine. You are going to be 
seeing some stunning, stunning games. | think 
we need a little bit more hardware first, though. 
The cartridge simply isn't big enough to do 
some of the more ambitious projects that 
everyone is attempting now. They need some 
sort of DVD or CD or whatever Nintendo Is going 
to decide on, and providing the price 15 kept low 
and providing that software of quality gets out 
there, | think the Nintendo &4 is going to take on 
the PlayStation. Not this year perhaps, but 


audience 


all for me?’ Well, now | can do that. Now | can 
put all that stuff on a graphics card, which frees 
up something like 7096 of the processor's time 
for me to do anything | want in terms of 
gameplay, so it's massively exciting. One thing 
you can be sure of is that I'll be supporting the 
graphics cards 
Edge: Where would you like Redeye to be in 
three or four years’ time, and what kind of game 
jesigr/studio Management philosophy would 
you like the company to develop? 
PM: My absolute ambition for Redeye is to 
make it a world-renowned software 
development nouse — known in Europe, Japan 
and America for top-quality games. | would not 
release a game unless I felt it absolutely had à 
chance of getting into the very top slot. That's a 
number-one objective for me. To do that, I think 
we have to concentrate on producing unique, 
original and high-quality games, games that 
aren't being worked on by other people. That's 
going to be a really tough thing to do, but I'm 
absolutely convinced that we can get there 
There is à lot of hard work to be done before 
then, but | want to make sure that Redeye is 
considered to be one of the top three 
developers within three to four years. After that, 
looking five years ahead, | would like to aim to 
be the number-one developer. | think some 
people would put Bullfrog among the top three, 
which makes me incredibly proud. Some people 
would even call it number one. I'd like to 
achieve that again with Redeye and, if | 
possible, to go a little further 4 


т want to make sure that Redeye is considered one 
of the top three developers within three to five years. 
After that, looking five years ahead, 1 would like to 
aim to be the number-one developer. | think some 


certainly next year, when you get а few titles 
out there. 

And then you've basically got a two-horse 
race. It's not worth considering M2. | don't think 
M2 will ever come to anything, really. I'd be 
surprised if it does, anyway. As far as the Saturn 
2 15 concerned, it worries me massively, They've 
got to go so much further than the №4 and the 
PlayStation in terms of the hardware; they've 
got to be low on price and they've got to attract 
developers. It's really hard to imagine how that's 
going to happen. But the next two years are 
going to be interesting. 

Edge: Away from the console gaming sector, 
JD accelerator cards are bringing PC graphics 
up to a level where they can compete with 
those of the Nintendo 64. What Is your 
experience with them to date? How impressed 
have you been? 

РМ: I think that PC 3D cards are the future for 
games. What makes me absolutely sick to the 
back teeth is using all the power of the Pentium 
processor just to pump polygons onto the 
screen. The amount of times I've thought, ‘Оп 
goodness, my game is slowing down because 
it's putting these stupid polygons on the screen 
Surely there's a chip out there that can just do it 


people would put 
Bullfrog among the top 
three, which makes me 
incredibly proud' 
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Daikatana 15 set in three distinct time periods, ranging from Ancient Greece to 
San Francisco in 2030, The Quake 3D engine affords such special features as 
collapsible scenery (above) and realtime lighting effects, such as shadowing 


Prescreen Alphas 


d co-tounder John Romero will бе unveiling his 


first game under new label, lon Storm, at the ЕЗ 





snow in Atlanta this month. The game, entitled 
Daikatana, uses the Quake technology under licence from 
id (Wwnose programmers are currently in the midst of Quake 
2). These early work-in-progress shots provide an inkling of 
just how ambitious this game will be. The quality of the 
engine and the detail of the environments are already well 
ahead of the pack, even before hardware acceleration 
Romero has aiready expressed support тог the ubiquitous 
3Dfx chipset to power the game in animating creature 
models that boast as many as 500 polygons each (Quake's 
consist of only 150) 

The game takes place across a Series of historical time 
periods, beginning in ancient Greece, then Norway during 
the Dark Ages and moving eventually to a near-future San 
Francisco. Throughout the game, the player is joined Dy 


two other characters who talk and interact int lependently 


with their surroundings — just one of the Teatures that sets 






Daikatana apart from Romero s previous efforts, Doom and 
Quake. The game isn't due out until November, but an 
early preview can be found on this month's Edge CD for 
those who simply cant wait 

Parasite Eve was originally a novel that was 
subsequently turned into a movie, released in Japan last 
year, and now Square Soft, quick to spot the potential of 
Such a title, is converting it to the PlayStation. It is thought 
to be a project таг more ambitious than Final Fantasy VII, 
and Square is certainly taking things seriously by employing 
Hollywood CG! artists and appointing them to oversee the 
graphics side of the proceedings. In charge of the 
scenarios is Takashi Tokita, who worked on FFV, Chrono 
Trigger and contributed to Final Fantasy VII. The game is 
being developed by Square in the US but the well-known 
Hironobu Sakaguchi will remain as executive producer. The 
action will take place in New York and will feature a young 


DIond-haired detective as the game s heroine. 


The big news tor Japanese RPG fans this summer is the b 





John Romero will unveil Daikatana at the E3 show in Atlanta, Georgia 
It has already aroused as much interest as id's forthcoming Quake 2 





Daikatana promises a wider 
vanety of environments than its 
not the same 
engine as Quake 2 (id is keeping 
that one to itself), but it is а 
generational leap ahead of the 
onginal Quake technology, which 
didn't have the realtime dynamic 


lighting effects seen here 


ancestor, Quake. It's 
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Square Softs Paradise Eve is looking impressive with an astonishing level 


of graphical detail. !t could mark the company’s next PlayStation success 





release of Final Fantasy Tactics, а strategy RPG featuring сап handle a staggering 10 million polys/sec, although the 


Final Fantasy characters. The game includes the ‘job target platform, a coin-op of an as-yet-unspecified spec, 


feature similar to that seen in Dragon Quest Ill, whereby will ‘only be able to cope with 1 million, A release date for 


players can allocate an occupation to their charactet the game, which will be Square's first endeavour in the 
from a choice of 20 professions. According to Square, the highly competitive arcade market, has yet to ре finalised 


Ba л 
- т 


often-tedious aspects of simulation games Nave peen Square continues its diversification into other areas 





eliminated in an attempt to attract players who have of videogaming and has recently announced Einhander, 
These impressive early renders are 
from Square Soft's first move into P | = ve 5 

coin-op territory, Chocobo de Battle game currently looks like it retains Square's legendary replaces Zauver, the company's originally announced 


previously been reluctant ta play this type of game. The a new shoot 'em up game for the PlayStation. Einhander 
graphical excellence. shooter, and is a polygon-based horizontally scrolling 

Chocobo de Battle, а distinctive new beat 'em up affair. The game differs from other shoot 'em ups by 
from Square Soft USA, is Currently being developed on an introducing the concept of tne “Gun Snatcher’, a 


Onyx Infinite Reality workstation. The pedigree benind the mechanical arm located underneath the Endmion (the 


title (5 certainly impressive - movie CGI specialists Paul player's ship) which can be used to collect up to ten 
shdown ("Jurassic Park’) and Ron Sabatino ("Batman enemy weapons, allowing them to be used as power-ups 
Forever’) have teamed up with ex-AM3 employees Yoshira No release date has yet been announced 


Akata (Last Bronx, Funky Head Boxer) and Go Kikuchi (Last Seeking to give a new strategic slant to the Zaxxon- 


Bronx, A51 Megalopolis) to create the game. The Onyx IR style isometric shoot-em up is The Reap, а PC sequel to » 








Square's horizontally scrolling shoot 'em up, Einhander 
(above), represents a first for а company which has only 


recentiy ventured into areas other than the RPG scene 
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These screenshots are taken from Final Fantasy Tactics for the 


PlayStation, which will feature characters from Square Saft's Final 


Fantasy Self. d3 well as Таптап te compar y 5 usual 
accomplished graphical appearance within the RPG realm 





prescreens E 


Te prescreens 





EDGE magazine July 1997 





Shoot "em ups have been poorly represented on the PC to date, but The Rean (above), from Finnish developer Bloodhound, aims to change that 
| bh 





The title s beautiful rendered backgrounds and vaned attack forces are accompanied by a new level of stratemc gameplay and enemy intelligence 


4 the Amiga showcase, Super Stardust. Here players (up to and must kit it out with traps and guards to deter the 


erent can take part) must pilot upgradeabDle tighter craf opposition and prevent them from capturing the flag (or, in 
and clear Earth of humans to make way for an alien colony this Case, a sacred seal). МО release date nas been set 


For each kill made, pilots earn money which can be traded With X-COM 3's move into realtime, many thought the 
in at the end of each level for Detter weapons. Along with turn-based military sim was dead and buried. They were 
stunning rendered graphics, the game Doasts а high level wrong. Bluebyte Software has just announced it 15 

of Al which adapts incoming attack waves to reflect the developing a fourth chapter in its popular Battle Isle series 
player s Own tactics. A huge array oT special eects and which will retain the old system. In this episode, subtitled 
lght-sourcing TECHNIQUES complete the package, wnicn Incubation, the player commands a group of space 


should provide a much-needed fix to shoot ‘ет up fan marines who must save peaceful human settlers froma 
sick of firstperson-viewed Ouake copies planet's marauding indigenous population. Visually, the 
Based upon a Series of books of fantasy author, Robert game retains the isometric layout of its predecessors, but 
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jordan, Wheel of Time, frorn Epic Megagames, will use its now employs a true 3D engine, allowing the player to 





Unreal 3D engine. Each player taxes control of a citadel switch between different camera angles — it's even 


Probe s Fantastic Four 5 set to bing 


Marvel heroics to the PlayStation 
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Blue Byte's Battle Isle 4 (nght) is well 
underway at the company's studios in 


Le "илле ade m 
Germany. The previous games, which 
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any perspective, including а first-pet 
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а Quake-style ‘soldier's eye’ уе 





Challenging Epic 5 Looking Glas 
Wan [© fire iper £n 1 { nte yk 


t e E Т ьа чү Е as 
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Developed by Legend Entertainment for Epic, Wheel of Time will utilise ассе!егапоп as standard, and, as 


Unreal 3D engine. to produce a multiplayer game that combines strate with its previous games, players 
and roleplaying elements. The only danger — fram Epics poin will need a hi-spec PC to get the 


rate — i5 that it already makes Unreal look a little bland | 










Square's realtime strategy war game 
Front Mission Alternative (5 due for 
release on the PlayStation in August 
in Japan. Unlike the previous games, 
Alternative boasts true-3D graphics 
and scaleable maps 








possible to view the action through marine or alien eyes. 
Bluebyte's helicopter sim Extreme Assault, which uses the 
same new 3D engine, is also nearing completion 

The term ‘long-awaited’ simply does no justice to 
Monkey Island 3, which is due to arrive on the PC before 
Autumn. Unlike that of Monkey Island 2, the plot is quite 
straightforward. The demon-pirate LeChuck is back and 
wants to marry Elaine Marley — Guybrush Threepwood's 
true love. The player takes on the role of the latter, of 
course, and must stop the evil, undead buccaneer getting 
nis way. AS with the last few LucasArts adventures, 
stylised hi-res graphics are used throughout, although 
Monkey island's incredibly intuitive point-and-click 
interface and surreal humour remain. 

The Legend of the Seven Winds is the first Saturn 
game from Enix, which prior to the 32bit era only 
developed for the SNES. The game 15 currently looking 


The characters in The Legend of the Seven Winds (above, left) are 
somewhat strange and further enhance their oddity by being able to 
change into different shapes should the game require players to do so 


The Curse of Monkey Island is the third installment in the ever-popular senes from LucasArts 
The graphics are approaching Disney quality this time around and the jokes are as funny as ever 
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beautiful, with characters and objects able to 
metamorphose into different shapes. The winds of the title 
are said to play an Important part in the game 

Like Origin's The Darkening, One — a futuristic strategy 
action game from developer Visual Concepts - starts with 
a man waking up with no knowledge of his past. The player 
then has to take this hulk-like character through five levels 
filled with hunters, attack craft and armoured vehicles to 


find the truth of his identity, and perhaps just as 


importantly, find out why his left arm has been removed 











The Legend of the Seven Winds, being produced by Enix for the Saturn, is developed by Gibro, the developer behind the Wonder 
Project titles. The game will allow players to fully interact with ther surroundings, such as planting seeds and witnessing their growth 
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and replaced with a cybernetic weapon. The game, à 
visually stunning, true-3D take on Konami's Contra, а 
the player to roll, flip, hang, climb and slide as well as 
pertorm IrioLis henting moves Ine |с scheduled for 
November release in the US through ASC Games, and 
D ably FIR Fir JK ‹ hortly after 

Realising the lack of decent beat ‘em ups on the I 
and no doubt the lucrative prospects that would sure’ 


ilture Bra 
ng Virtual-Hiryu no Ken for 


Nintendo's machine. This version will represent an ob 
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of the new breed i 1 garmes to 


employ hires visuals. Its &Ofps update 
F 


(NTSC) sets а stunning new benchmark 


for 32bit software. Its split-screen mode 


U& TC) 


is especially impressive, maintaining 


speed with no great loss of detail 
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1 the company is preparing Resident Evil: Director s Cut 
tor the PlayStation. The two-CD pack will include three 
пах difficulty levels, including а remixed version with extra 
JUS 





Опе, a thirdperson-viewed action adventure from Visual Concepts, 


provides the player with a diverse range of visually impressive backdrops 


Pleasingly, the lead character has a wide array of moves at his disposal 
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Capcom s Resident Evil: Director's Cut for the PlayStation will include new opponents (above 
right), camera angles (above centre), and clothes (main). The addition of extra rooms should 
keep veteran players on their toes as they patiently wait for the release of the full sequel 
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Norwegian developer Innerloop is about 


to enter the combat flight sim arena with a title it hopes 
will blow its competitors out of the sky 


Joint Strike Fighter uses Innerloop's groundbreaking IFS technology to 
handle complex algorithms in rendering an astonishing depth of scenery 





ecause of their complexity and 

large Memory requirements, flight 

simulations have largely remained 
within the protitable confines of the PC 
games market. And while Joint Strike 
Fighter doesn t break the mould by 
appearing on a different platform, it does 
promise to raise the stakes for developers 
hoping to dominate the genre with their 
own ambitious ventures 

Ihe game offers the choice of two 

ircraft - the Boeing X-32 and Lockheed 
Martin's X-35 — both being considered Dy 
the US Air Force for the replacement of 


the F-16 and F-18 models by 2010. The 





American aircraft makers provided 
Norwegian developer Innerloop with 
detailed information about the planes and 
the type of weapons they will carry, while 
further technical assistance came from an 
" aviation expert, and consultation with thei 
үза е FF" ^, pA ina tl E "rS mim 
Joint Strike Fighter will offer players пас па! AJ [ йа, à erisurimÓe | 18! стай will 
the first chance to test-fly the latest fly realistically 
advances in US stealth technology 





Obligatory ground targets, such as tanks and SAM sites, are also 


during deep-strike missions against enemy bases and headquarters (above) 








Mountains, canyons 
and valleys can be used 
in order to avoid radar 
or visual detection by 
the enemy installation 





Ihe terrain over which the action takes 
place continues the developer s strive Tor 
realism, with satellite data used to make 
sure every town, road, and lake is in Its 
correct geographical location. Hence, the 
game's four campaigns, each consisting of 
five to ten missions within 2.4 million 
square miles of terrain, have a remarkably 
authentic look to them, and require the 
player to engage the enemy at sea, on 
and and in the air. Also, Decause the 
scenarios are dynamic, each mission will 
be different every time it's restarted, and 
the eigntpiayer link-up Should further 
enhance tne game 5 diversity 

Surprisingly, Innerioop has decided nol 
to opt for 3D card support. 'We've worked 
with different types of 3D accelerators 
without any significant gain in appearance 
or performance,” explains Thomas 
Hagen, Innerioop's lead programmer, 
'and we prefer to take advantage of the 
PC's RAM to store many large textures, 
which is not possible with most 3D cards 

Also, because of the extremely 
high-resolution textures from our mip- 
mapping process, tri-linear interpolation 
iS not necessary. 

Given the competition in the flight sim 
market, such a project is ambitious, 
particularly for a developer embarking 
upon its debut game. Programmer Paul 
Endresen is confident the team has 


ent 


prestreen 








something new to offer: 1 guess tne 


obvious difference is the eraphics = we've 
worked hard to create a 3D engine which 
performs terrain and object rendering 
better than anything yet seen on the PC 
[see E43 for more details] 

JSF uses our IFS technology which, 
contrary to other flight Sims, gives the 
same visual quality no matter how high or 
low you are flying. The undulating terrain 
encourages low-level flying, meaning 
ground-strike missions offer a level of 
realism never before experienced. 

Joint Strike Fighter' s visual flair ts 
exemplary, but it faces strong competition 
in the form of MicroProse's Falcon 4.0 and 
DID'5 TFX F22. The resulting battle for an 


overall victor should prove a { 
dogfight meriting close attention 





The game's four campaigns will comprise nearly ten million square 
miles of terrain based on geographical data obtained via satellites 
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More than just another arcade adventure set in futuristic cityscape, Omikron 
promises a genuine movie-like experience with the potential 


to revolutionise a genre that is begging for a breath of fresh air 





Although still in early 

development stages, 

Omikron already 

exudes the dark, heavy 

atmosphere usually 

| associated with a 
futuristic city. The 
finished version will 
include a greater level 
of street activity 





mikron is an arcade adventure At the beginning of the game, the 
game set in Phaenon, a planet in player takes control of the body of a 
|a universe parallel to our own member of the 'awakened' - a group 





ib LU 
n of the system's only sun aware of Astaroth's actions and intent in 
nas resulted in subzero temperatures, putting an епо to his plan. This 15 
forcing the planet's residents to take obviously more complex than it might first 
shelter in five different cities encased in appear, requiring players to explore their 
crystal domes. One of those self- surroundings, using Objects, solving 
contained megalopolis is Omikron, within puzzles and fighting their way out of 
which the game IS Set trouble in order to survive 


However, all is not as it should be The gameplay is divided into two 
Astaroth, a demon from Phaenon's distant distinct parts ~ arcade and adventure - 
past, has resurfaced to conquer the souls with the arcade side comprising bare- 
of the inhabitants and, with the help of his Nanded combat and lasergun shooting 
growing horde of servants, aims to take sequences in realtime 3D. Developer 
over Phaenon and any parallel world Quantic Dream iS adamant these will not 
which happens to be lurkin 


g about De inferior sub-games — rather they will be 


i 





Omikron's characters behave realistically 
(above) and some already өтүнү 
excellent facial motion capture (right) 








As well as exploring the 
wil a on foot, Omikron 
will allow players to 
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Omikron's unaccelerated 3D engine is one of the best Edge has seen. 


Vast locations scroll around smoothly creating a convincing setting 
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As well as exploration, Omikron will feature 
sequences requiring players to hone their fi 


;5 deeper int. e game 
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Furthermore, players wmnot De gie ro 


store an.earlier saved version of the 
game, being forced fo Continue their 
ап е n aie TEA Toung form 


Абс the-fifst time in a 
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After a lean period that has frustrated just about every 64bit machine owner, 
the N64 driving game genre is exploding. French developer 


Titus is the latest to join the fray with a supercar licence to kill for 


ith Seta s Rev Limit and 

rhy: ПМЕ. TANK. пепео eerste: gh 

e) ·) РА AU ubl) / 21 ч Championship already on tne 

^ starting grid, it falls to Dream Team 
developer Titus to bring up tne rear in 
what nas to date been the most obviously 
neglected genre for Nintendo's game- 
starved powerhouse 
The most difficult challenge facing any 

company developing a racing title for the 
Nó4 is making it sufficiently better-ioaoking 


than Namco s PlayStation епогтз. Bot 
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Rev Limit and Multi-Racing Championship 


their SADI 


ire struggling to outd 
interparts with filtered textures and 


analogue control as standard, Dut in terms 
of general aesthetics, it's hard tO Seg any 
significant improvements 

Both Titus and Nintendo will be hoping 


that detailed car models and strong 





atmosphere will give Lamborghini a visual 
flair that w || Ase comer [ иг ac 
" ~ = ВЕ Ci rr LJ Ls CE BLZ 
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Ol р games are difficuh 
enough to tell apart as it is, the market 
e Ridge Racer and 

Sega Rally clones. Any game wanting to 


steal the crowns trom those respective 
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classics must walk a tightrope between 
л 1 Fir AA eee 2 Өн = - 0 р 
simulation and arcade appeal. To help - 

ra = = 
„лан ا‎ Se = үчү тт Î e ү 
кеер IS Dalance, LarnDorghimi offers а 


number of racing modes across four In an oríginal twist, the 

Circuits, ranging from a standard-issue courses are designed 

track to jungie-themed and ‘obligatory with sections that 
change during races 


race 
city- and mountain-Dased courses 

Eric Caen, president of Titus, believes 
that choice is the key to success: ‘The 
Arcade mode is easy to get into, With the 
cars just racing through the checkpoints 
and going for position, and the cars are 
pretty easy tü nangle, In Tournament 
mode, you can toggle the number of laps 


you want tO race, апо you can also decide 


# 





The legendary Lamborghini 
Diablo will be the focal 
point of the game, but 
players will also be able to 
race other famous 
supercars, in both single 
player (above) and head- 
to-head modes (right) 


on the level of realism you want to drive 
witn oy choosing whetner you want Car 
and tyre damage on - which significantly 
atlects the outcome of a race, particularly 
а tong one We're really trying to achieve a 
successful balance between real driving 
conditions and coin-op-style racing. 

The biggest concession to coin-op 


gamers is the inclusion of power-ups in 





the specia! Revolution mode. These 


appear randomly around the tracks апо 
provide time bonuses and/or speed-ups 
and tie in with what i5 certain to be the 
unique sell ng point for Lamborghini 


iriiri evolving circuits. AS races progress, a 











The game will feature a 
wealth of distinctive 
trackside details 
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And where would an N64 racing game be 
without the appearance of lens flare? 


number of events are triggered to vary the 
pace, such as rock falls blocking roads, 
bridges suddenly collapsing, and secret 
Snort cuts appearing in a previously 
impervious-looking cliff face. The 
programming team are hoping to include 
the evolving tracks іп all modes, Dut it’s 
unlikely that they'll appear in the three 
and fourplayer split-screen modes, as а 
concession to frame rates 

The car damage options will come Into 
play here as well, as the drivers negotiate 
hazards such as gravel, rocks and ramps 
n hammering aut tne fastest route to the 
finish, and to this end, pit Stops are 
provided. Unlike 5ega Rally or GP2, 
however, pits aren't an automatic ticket 
back into the race. Instead, players must 
manually repair their cars using the 
controller to select and replace worn tyres 
and damaged bodywork. The end result 15 
that in the Toumament modes the player 
must not only master the track and the 
vehicle, but the pit stop controls, à feature 
that could be seen as either a major 
innovation or an annoying diversion Dy 
those accustomed to the way other games 
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Lamborghini 64 now faces more com 
hoped 


treat car-repair options. 

With à split-screen mode, some slick- 
looking car madels and the option to race 
not only the Lamborghini Diablo, but tne 
Ferrari F50, Bugatti EB110 and Vector 
M12 supercars, Titus may well be 
ooking forward to establishing 0 
itself as something of a racing 
force in the lead up to Christmas. 

Having already had various 
stabs at the racing game genre with 
160 computer ttes such as Crazy Cars, 
Fire and Forget and even a Lamborghini- 
licensed effort for the SNES, Titus clearly 
has some experience upon which to base 
a 64bit example 

None of the aforementioned games 
were particularly striking, though, So it will 
certainly be interesting to see what those 
extra 48 bits are able to afford Titus' 4- 
not-inconsiderable ambition 


prescreen 





petition than it would have 
. It will need a powerful 3D engine if it is to be successful 






Though Titus does not have a gleaming track record in the racing game genre, the N64's inherent graphical punch 


should ease the load of 


producing a worthwhile experience. Smoke effects are certainly easy enough to incorporate... 
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Looking Glass will be gunning for Microsoft with its 


scenic sequel to Flight Unlimited, a power-hungry 
game that's still regarded by many as the gold standard in flight sims 
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The game takes pues over 11,000 
Francisco scenery 


square miles of 








» The game will see 
the technology it's been waiting for players sharing 
‘We will be supporting D3D,’ claims airspace with up to 
Alan Dickens, the game's producer, “апа 450 other aircraft 
| о sooner have PC owners native support for some other cards, but 
N upgraded to decent Pentiums, just we haven't decided which to back yet. But 
powerful enough to run the our target machine 15 a P166 or P200. 
original Flight Unlimited, than they're 'As with all Looking Glass garnes, 
faced with its power-hungry Successor. Fight Unlimited 2 will maintain its 
The verdict on the original was that playability as technology advances. 
Massachussetts-based Looking Glass had People are still playing the first game 
produced a fine-looking simulation, but some two years down the line because 
failed to appeal to the conservative the better your technology gets, the better 
mainstream, as PC owners, particularly in the game looks — it doesn't reach a 
Europe, clung to their ageing 4865, technological plateau.’ 
Fortunately, things have moved on and Fans of the original, or even those 
with the advent of hi-spec Pentiums and who've only recently had the processing 
3D cards, Looking Glass may finally have power to play it, may be surprised to learn 










Fans of the original 
ame may be 
isappointed to find 

that the seat-of-the- 

pants style has been 

repl in favour af a 

more graceful approach 








Even without the now-becoming-obligatory 3D card acceleration, Flight Unlimited 2 is a visually stunning title 





External views, essential 
in any flight sim, are 
particularly effective in 
Flight Unlimited 2 





that for the sequel, Looking Glass 15 
shifting the emphasis away from 
aerobatics and moving Closer to the 
straight sim. And without guns, 0005 or 
any of the other paraphernalia associated 
with that genre, Flight Unlimited 2 must be 
pitched squarely at Microsoft s Flight 
Simulator game. The hoops course has 
been replaced with 11,000 square miles of 
satellite-map terrain so detailed that 
Dickens claims anyone living in the San 
Francisco Bay area will be able to pick out 
their own house on a Thy-Dy 

Its the most detailed terrain yet seen 
in a flight sim, he boasts. It's way ahead 
of anything else out there. We're going 
nead-to-head with Microsoft on this one, 
and we're going after them as hard as we 
can. We found that a lot of people liked 
the stunts in the original, but many more 





played it straight, as a pure simulator, and 
that's what we ve honed in on. 

It would be easy to dismiss Flight 2 as 
nothing more than a dull PC simulation, but 
to do so would be to ignore the potential 
af such a simple concept in the hands of a 
company adept at providing involving and 
long-lasting gameplay. The control towers 
will Duzz with reaitime radio chatter and 
more than 450 other aircraft will take off, 
land and join players on their tour, It won't 
De just the devout propellerheads who 
tind something special in this game ~ 
those who simply wandered the skies of 
PilotWings 64, admiring the scenery, will 
find much to admire in the hyper- 
real virtual airspace of Flight 2 





The detail of the aircraft models is amazing - as are the ground textures, which look better than any other sim 
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The game's detailed 
environments were 
created using satellite 
data from the US 
Department of Defense, 
which was then ped 
on to the textures. T 

is so detailed that 
individual houses can be 
picked out on a flyby 








For those who hanker 
after their own plane, 
Flight Unlimited 2 will 
almost certainly 
provide them with the 
most realistic civilian 
sim yet. But is it fun? 
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Not only is the PC still going from strength to strength in the domestic market, 
but the maiden game from a hitherto unknown multimedia 


developer is set to put PC-based machines into arcades for the first time 


| lasgow-Dased developer Inner 
Workings isn't exactly a 


household name. Until now, it has 


power-up: Ё Eu DA _ 09:08:85; 


6/6 
e = contented itself with producing kids’ 
ШИ multimedia CD-ROMs for a number of 

" illustrious publishers, including the BBC 
(Waliace and Gromit Fun Pack) and Dorling 
Kindersley (The Jolly Post Office). But its 
first game, Plane Crazy, will Catapult it to 
fame this autumn, whether it lives up to 
expectations or not 

Plane Crazy \5 a cute-looking 3D- 
modelled plane racer with gameplay more 
akin to a motor-racing game than a flight 
sim, thanks to a series of courses 
featuring cliffs and tunnels and topped by 
an invisible ‘ceiling’ above which the 
player cannot fly. it’s different, fast, 
attractive and makes good use of 3D 
graphics cards via Direct3D. 

But the most Startling thing about it is 
that it will appear as a coin-op this August, 
running on arcade boxes which are 
essentially pumped-up PCs, before 
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Plane Crazy's strength in the arcade sector is likely to be its originality. Namco has released aircraft-based coin-ops 
in the past (notably Aír Combat), but few which offer the immediacy and light-hearted feel of Inner Workings' game 








market w ге 
as now come 


Plane Crazy's levels offer a divers 
to manoeuvre through tight spaces 


shipping for Windows 95 and the PlayStation 
towards the end of the year. In other 
words, it's the first game to be designed to 
take advantage of Microsoft and Intel's 
arcade initiative and, as such, will set the 
tone for the attempts of the two corporate 
PC giants to undermine the likes of Sega 
and Namco on their home ground. 

Andrew Walker, head of games 
development at Inner Workings, is 
enthusiastic about the economic 
possibilities of the Intel/Microsoft initiative 
|t opens up the whole arcade world for 
developers and systems integrators 
Currently, arcade boxes sell to operators 
at about $15,000, and it takes a long time 
for them to make a profit. What operators 
get with the Intel/Microsoft machines is 
the ability, once demand does tail off, to 
open up the box and replace the CD.’ 

"The starting price for our boxes hasn't 
been decided, but | reckon it'll come in at 
around $7,000,' adds Walker's colleague, 
Mike Lancaster. ‘A few years ago the US 
coin-op market was worth $6 billion, but it 


pince 


has now come down to $2 billion because 
the machines are more expensive and 
there's less choice.’ 

On the basis that Microsoft/Intel 
machines will be about half the price of 
current ones and upgradeable, Walker and 
Lancaster reckon they will be greeted as 
saviours by beleaguered arcade owners. 
But can these boxes really compete with 
high-powered arcade machines? 
Lancaster reckons they can. ‘If you look, 
say, at Sega's range, its games have only 
got slightly better from Daytona through 
Sega Rally to Super GT.’ 

Walker believes that 3D-accelerated 
games are now on a graphical par with 
arcade games. 3D accelerator technology 
is the key, along with the idea of generic 
software provided by DirectX support. I'm 


ееп rocky cliff faces (right 


nery. Some require the player 





Though much of the game's scenery is relatively straightforward in its 
са Comme oodd cta cct atmospheric detail 





sure that Microsoft and Intel will t publis sh a 


new Spec every year. Innovations Ike AGP 
will become important.’ 

If you find a Plane Crazy machine this 
autumn, check out Now it Stacks up 
against its peers, bearing in mind that 
under the bonnet will De а 266MHZ 
Pentium li, at least 32Mb of RAM, а 3Dfx 
( card a Us SB. controller and a 24-5реео 

D-ROM drive, 

There are some unresolved questions, 
such as now developers will be paid if 
arcade operators start putting different 
games in their machines. Walker doesn't 
regard that as a problem, and prefers to 
dwell on the potential advantages, such as 
the intriguing prospect of including 
modems in the arcade Doxes. He also 
points out that CD-based games make it 
easier to sell localised advertising. But his 
ultimate ambition is ‘to get arcade 
machines back into the comer shops and 
chip shops, and thus expand the market.’ 

Edge hopes Plane Crazy helps = 
to achieve just that aim 








prescrewen 


7:10:25 
8/8 





£66. Күпг aujzezew 340023 








a4 











| i E et L ҮТЕ = E 





Contact with other vehicles tends to result in damage to the Severs orando aris er 
in other games. However, SURE DREAM INIMA UY I CN VIP UA з тонаб 


Seta may not be quite as well known as Luc giant Sega, which is ifs clese neighbour, hut this 
smali Japanese sofico, formerly associated with 1601 formats, seems 10 have bridged the next- 
generation gan with ease. Exige looks at the firs! fruits of its transition to 64bit development 











okyo’s south-westem suburb of Kamata 5 pernaps 
best-known as the location for Sega's 
headquarters. Bul, confusingly, it is also the home 
of the similarly named Seta, a company which made a 
name for itself during the height of the 16bit era with SNES 
titles such as (he Exhaust Heat series and Nosferatu (а 
dark Prince of Persia Clone), When the N64 was tirs 
announced, Seta made the transition to 64bit technology 
and continued its association with Nintendo by forming 
part of the first phase of teams to develop for the 
Cartridge-based machine 





Seta currently has two games in development, one ot 


which is Rev Limit, a racing game with all the features rw 
de ngeur in the genre, including iong-tistance racing 
(players will be able to choose short races lasting between 
three and ten laps as well as endurance-tespmng alfairs of 
anything from 20-50 laps) 
Although in some respects Rev Limit resembles а 

Nintendo 64 version of Ridge Racer, Yasuhiko Kikuchi, 
(he game's designer, s quick to differentiate it from 
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Wild Choppers owes much to the involvement of its 


Seta's new N64 titles are racing game Rev Limit (top) meatier resê ee 





Wild Choppers (above), which could prove helpful to a machine aching in both genres chief designer in earlier helicopter sim Twin Eagle 2 
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As might be expected, Rev Limit includes all of the familiar features found in any number of other racers - neon-lit tunnels, a variety of weather 
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Namco 5 classic. ‘осе Racer Started life as an arcace Particularly realistic- Also, we think i's too heavy when 
game and as such suffers from а lack of longterm appeal playing a racing gam 


For Rey Limit we ve Included ет tracks апа aimed m at 
the console market Our primary aim Was to create a very 
realistic game because we believe prayers Who actually Seta's other N64 project i5 Wild Chappers, which also 


drive must feel drssatistied with the way cars handie in happens tà be the second пелсортег game Tor Nintenóo s 
most of the Current games.” machine (Kemco's Blade ' Barrel being the other 


This realism has been extended to other parts of the 
titie, resulting in very impressive weather and lighting Contact with other vehicies 
effects. In addition, contact with other vehicles causes Causes authentic Чатапе, ang pit stops 
authentic damage, and pit stops Nave to be completed it НҮ» 
the shortest time possible; as well as planned strategically 
to maximise the player's advantage over the other racers 














Oddly, though, despite its apparent commitment to contender). However, (he original bner from Nintendo 
realism, Seta has opted to enore Jolt Pack compatibility for wasn t particularly soeciic. We were initially asked to 
Rev Lirit- something Imagineer has included in its rival come up with a shooting game that made use of the 
tithe, Miulti-Racing Chempionsip. Howeyer, according to analogue control, recalls t T èl designer Kozo Igarashi 
team leader Harada Noboru, autnentuciy Was the very "We immediately ПИ OF A пенсотег arcade рате wih 
reason lor this omission ‘lt is very easy to implement it im the emphasis on frantic batties, rather than do ng a boring 
пе game Dut we found it difficull to decide when tà do 50 3mnuiation. Furthermore, 1 also had Some experience m | 
Without it distracting from the game rather than adding to helicopter games, Paving contributed ro (he arcade 
the experience. We decided the effect just wasn't development of Twin Eagle 7 





TARGET +s Choppers desiqner 
Koro Igarashi (top) and 
Rev Limit team leader 


Wild pers’ difficult-to-master control system (which cou 
Harada Noboru (above) 


Despite | 
remained firmly fixed on action rather than simulation, with the 





® SELECT WEAPONS. 


КЕ КЕТ 


ШЕЕ? |, rsa 





‘45 HARD BULL ү 


Ex som PETE] CRIME" 
qu Aree E BAD тй | E 


ГТ ЖЕ i 

pores At. 

[. AERE гъ" 
"TREE b. 


ee is crucial (top) 





4 The plot behind the game's seven levels is based on 
| the usual lone campaign against a terrorist outfit scattered 
about the 3D landscape. Seta's original plan to include sub- 
missions in order to extend the game's lifespan was 
abandoned in favour of additional stages. 

Despite the game's innocent-iooking, cartoon-ike 
scenery, danger lurks everywhere, with air and ground 
attacks allowing players to experience Airwolf-type action 
According to Igarashi, blasting action ts: what hes at the 
game's core. "At first the control of the helicopter will 
seem difficult, but once mastered, players don't have to 
concentrate on the flying as they would in a simulation, 








leaving them free to focus on the enemy's arsenal,’ 

Even though the two titles represent Seta's firs! 
attempt at мо development, the firm appears to have 
overcome any teething troubles. ‘it's essentially the same 
thing for all platforms,’ says Noboru. "| think anyone who 
has already worked In 30 for the PlayStation, for example, 
will find the N64 easy to work on.' 

The restrictions of working for a cartridge medium 
were also dealt with, ‘Of course, a bigger storage capacity 
would be desirable, but one has to consider the benefits of 
cartridge loading times, particularly appropriate for a game 
such as Rev Limit,” asserts Kikushi. "But the capacity of the 
cartridges is always increasing as production costs fall = 
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we now have 64- and 96-megabit examples, soon to be 
followed by 128Mbit carts.” 

Surprisingly, working for Nintendo praved to be no 
more restrictive. "They don't interfere with the 
development at all,’ reveals Noboru. ‘Occasionally we 
consult their developers’ support centre ir) order to find 
out the best way to go about a certain aspect of the game, 
but Nintendo hasn't got as tight a grip on developers as 
most people seem to think." | 

Gamers will be able to pass judgement on Seta's 
Success їп transferring to 64bit technology when 
both titles are released later this year. 
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it remains to be seen how important a Rev Limits 
comprehensive onscreen information Vill play ( play (above) 
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An untested Scottish developer has not only managed to hag an est: 












At 


»d and potentially lucrative licence but 


has also come up with what could be the most inventive game of the year. Edge visited the team to find out more 


"How the hell did we manage to get this?” 
exclaims Chris van der Kuyl, VIS Interactive's 
chief executive officer. Indeed, there must be few 
videogame companies around that can boast of having 
secured the development of one of the industry's biggest 
titles without having previously developed a single game 
Based in a former maternity hospital in Dunfermline, 


| keep waking up in the morning and thinking, 


the now 40-strone company was founded in January 1996, 


after van der Kuyl became disillusioned by its former 
specialisation in advanced multimedia technologies. 'We 
took a decision at E3 in 1995, after we realised that 
multimedia was not what we were interested in doing at 
all.” By the end of that year, the company's core members 
had been recruited and were focusing on the task ahead. 

"We took a look at the industry and saw that 
publishers squeeze developers all the time and then all 
sorts of hassles start,’ explains van der Kuyl. “So we 
decided, we'll actually go over and talk to publishers and 
make sure they think it's a good idea, get them totally on 
board, but then we're also going to make sure that we've 
actually got enough in the bank so that no matter what 
happens, we don't have to go, "Okay, anything you say," 
which has happened to a lot of people. We're not anoraks 
but we're all keen gamers and really want to push things 
hard, to Create games that just go on and on.' 


to ensure that the final 
product is not compromised might have played a part in 
Interplay's decision to give the Scottish developers the 
licence for Earthworm Jim 3D rather than several well- 
established European software companies. Perhaps even 
more surprising than VIS' coup, though, is the fact that 
Shiny Entertainment isn't doing it. '| think Shiny work 
under the principle that they develop a property, take it to 
a level and then let it fly,” offers van der Kuyl. ‘And they're 
in a great position. They can decide what they want to do 
and they decided to do something else rather than stick 
with Earthworm Jim, whereas we saw it às а great 
opportunity for a new company starting out and also 
because he is such a strong character.’ 
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"„ | Here, the colourful childhood world (left) contrasts 






(VIS Interactive's CEO) 





Although Shiny maintains the right of approval, VIS 
was given carte blanche over the game's design. As its 
title suggests, for the first time in Jim's many outings, the 
action takes place in true 3D, allowing total freedom of 
movement within the game's environment. But van der 
Auyl is quick to point out that it is not merely a straight 
platform game which has been given a 3D coat of paint 
We started out to do Jim as he has always been, and so 
we've given him a cartoon look. The 2D games are just 
like great cartoons, so we thought we'd try to do this in 
3D, We're not trying to do a shiny, glossy Jim — he's going 
to look like a cartoon but in full 3D. If we were trying to do 
the original Jim games in 3D, we would have had all sorts 





against the stark nature of the logic setting (above) 





From left to right: Paddy Burns (software vice president), Robbie Graham (art vice 
president), Kirk Ewing (creative development vice president), Chris van der Kuyl 
|, and Scott Maxwell (vice president of games development) 





EJ3D is still at an early 
stage - all of these 
shots are taken from 
a mocked-up N64 
version of the game 
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combat at a time against computer-controlled aliens 


VIS 





we've got a neat idea, The best example of this is 
Shadows of the Empire. The music in that doesn't sound 
like MIDI music and that's because it's not — they've 
sliced it up and done on-the-fly mixes. The PC version 15 in 
D3D so with the right card it will look as good as the N64. 
The PlayStation will probably have a few different things, 
because we want to differentiate it a little bit as 
Earthworm Jim will never be exactly the same on it. 


As if grabbing one of the hottest licences around 


wasn't enough, VIS has gone a step further and 
persuaded Hasbro, a company which usually only licenses 
conversions of its own board games, to publisn the 
Scottish team s second game in development. 

H.E.D.Z. 15 a possible contender for the weirdest plot 
in the history of videogaming. А race of aliens has secretly 
been visiting Earth for thousands of years, choosing 
interesting human specimens and taking them back to 
their planet. Once there, the live specimens are put 
through a modified carwash apparatus which decapitates 
them, removes their brain, polishes their eyes, cleans out 





H.E.D.Z.'s oneplayer game offers an impressive 225 
wildly different heads, five of which can be taken into 


u 








As well as bizarre opponents (above), VIS has come up with suitably odd subgames 
such as the 'slalami', requiring the player to surf atop a slippery sausage (top left) 





their ears and spraypaints them to provide the aliens with 
a trophy-like piece of headware at the end of the 
gruesome process. Obviously, this being a videogame, the 
allens instantly assume the character s abilities when 
they stick them on top of their own heads and then set off 
to battle across the galaxy. 

‘The basic concept behind H.E.D.Z. (5 the game of 
marbies and the idea of having some kind of game where 
you'd have a collection of things that you would gamble 
against someone else's,' explains Kirk Ewing, vice 
president of creative development at the firm. ‘There's a 


H.ED.Z. boasts an unprecedented 225 characters for the 
single player to паше with across seven environments 








little bit of ‘Predator’ in it, but it's like ‘Predator meets 
Worzel Gummidge.’ 

Н.Е.0.2, boasts an unprecedented 225 characters for 
the single player to battle with across 35 levels in seven 
environments. They're as diverse as you could imagine, 
and include 'real' people like Jimi Hendrix, Richard Nixon, 
Alfred Hitchcock and Salvador Dall, each of whom has a 
unique, а normal and a special attack. Indeed, the 
Spanish surrealist painter would have approved of some 
of H,E.D.Z.'s other contestants - the 'aircraft carrier for a 
head' character springs to mind — and Edge can only 
imagine that he would have felt at home within the 
confines of the former matemity hospital in Dunfermline. 

‘We wanted to have a total dense variety of characters 
- something that would incorporate every slice àf culture 
stuffed into all of these characters,' says Ewing. 'This is 
combined with the principle of a combat game where you 
pick a number of heads — in this case five — and gamble 
them against someone eise in a game of war. And there's 
an element of cash, too. You can shoot someone, their 
head pops off, you collect it and then you dunk It in an 
American football kind of way to get the cash back for it, 
with which you can recharge the heads you want to take 
out in your collection. ' 

The variety of heads allows for strategic play. Certain 
types are suited only for attack (firing homing missiles, for 
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GAMES LOOK TO THE PAST FOR THEIR INSPIRATION; COMPUTER ARTWORKS EVOLVA 


USES COMPLEX SCIENTIFIC THEORIES AND THE STATE OF THE ORGANIC ART 


The reason for the fuss was simple! Orgar irt was à 
beauti ind inspiring exploration of computer artist 


William Latham : theores on evolutionary art and 
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This process is probably best described by Atkinson, who 
refined Latham's original ideas into a viable game system 
‘The main form of power-up is the Mutator,' he explains. 
'By killing things you accumulate mutation points, and 
once you reach the threshold you get to use the Mutator 
[which appears as a separate options screen]. This gives 
you a selection of mutant variants on your Geno Hunter, 
each powering up the creature in a different way — faster, 
stronger, smarter, extra weapon, bigger weapon, modified 
body part, extra body part, etc, ог; ЇЇ you're lucky, a new 
ability. You choose the variant you like best and your GH 
matrphs into this form. 

In other words, instead of picking up rigidly defined 
power-ups, the player acquires genetic traits which give 
his Hunter different abilities and cause it to morph into 
new shapes. In addition, the player can use the Mutator 
screen to merge the genetic attributes of two Geno 
Hunters (ie to mate them) in order to come up with 
'babies' which combine the separate strengths ol their 
‘parents’. In this way, users can mould Hunters to comply 
with their own ideas of what will make a successful being 
- fast and athletic, or slow and loaded down with 
weapons. The chance of two players mutating their Geno 
Hunters into identical beings is apparently 1,000,000,000 
to one, 50 each group will be unique. Computer Artworks 
i5 even considering making it possible for players to swap 
Hunters over the Net 

And that’s not all. According to Atkinson, players can 
also gain new special abilities (fire-breathing, polymorph, 
psychic, body charge, web, etc) by killing а boss alien 
which possesses the ability the player seeks, Once dead 
the boss drops the gene and the Hunter picking it up 
immediately acquires that new ability. It then becomes 
part of the player's collective gene pool, which means 
that it will have an increased chance of appearing in all 


Geno Hunter Mutator sessions from then on. 


All the visuals see here are from the JDfx version 
of Evolve, but other PC 3D cards will be supported | 
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The variety of creatures in the game is immense. Each 
is a 3D realisation of Latham's organic art techniques 





Given this diversity, it is difficult ta describe what the 
Geno Hunters actually look like, although they're probably 
most accurately described as ‘biomechanical insects’ 
Edge saw ^ number of mutated GHs at Computer 
Artworks. ail of which looked amazingly intricate and 
smoothly animated. Lke the Hunters, the baddies can also 
mutate themselves, but they come in basic types such as 
soldiers, scouts, builders, etc. 1t will be up to the player 
to find out what enemy beings (again, ‘biomechanical 
insect’ i$ the most appropriate description) do what, and 
which pose the biggest threat. All, however, are highly 
intelligent. As Latham points out, "The aliens that you will 
be up against are really “living”, driven by А! and ALife 
algorithms, They аге seriously dangerous opponents, 35 
they are unpredictable like predators in the real world.’ 
This should add an extra challenge to players used to 
predictable enemy behaviour 

As for the missions, the objectives vary from taking 
oul key enemies to Infiltrating whole hives, and all make 
effective use of the fully 3D landscape (so players will 
often have to work out whether attack would be better 
from above of below), On top of this, they require a * 
variety of tactics by combining puzzles with 
straightforward shooting: The problem of controlling four 
Hunters at once is remedied by means of three camera 
views at the base of the screen, enabling the player to 
control one Hunter while at the same time keeping an 


eye on what the others are up to. This not only allows: all 
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Evolva is filled with eerie and 
beautifully designed scenery, 
bathed in light of various 
colours. Each mission takes 

| place in a new location 
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EVOLUTIONARY 


ART AND ARTIFICIAL LIFE 


пат Latham's concept of evolutionary 
Ww design = as seen in Organic Art and Evolva ~ 
is based on the research he and programmer 
Stephen Todd carried aut while at IBM, as well as 
his own early experiments into evolutionary 
sculpture at the Royal College of Art. Latham's 
original idea was to create organie- looking 
sculptures by giving the camputer a simple shape, 
then а set of parameters to mutate it, like ‘twist’, 





‘stretch’ and ‘union’ (derived from terms, used to 
describa DNA molecules), before finally 
instructing the machine to develop organic 
| looking 3D structures based around those criteria 
| Stephen Todd then wrote a program to facilitate 
| the process and the foundation for Organic Art 
| (and much of the scenery in Evolva) was created 
The Mutator element of Evolva takes the idea a 
step further by introducing ап element of 
artificial life into the proceedings. Unlike artificial 
intelligence, which seeks ‘only’ to replicate the 





Intellectual resources of a human mind, artificial 





Textures are so detailed in £volva, and the frame rate 
so smooth, that the game resembles rendered footage 


life is an attempt to emulate the biological 
processes of living = genetics, evolution, natural 
selection, sexual reproduction, atc. Millennium 
Interactive attempted a similar experiment with 
its immensely clever, but commercially unsound, 











four to be protected simultaneously but makes it 
relatively easy ta formulate deployment strategies. titfe Creatures, However, now, of course, 
Visually, the game is truly breathtaking. Each mission 


takes advantage of a different landscape style, so the 


everyone has gone artificial life mad with the 
advent of Tamagotchi -à simple AL product 
player gets to see jungles, ice plains, deserts, etc — all 
lavishly detailed and brashly coloured in hi-res. The game 
will also be supporting 3D accelerator cards, so a 
sustained frame rate cf 30fps is expected. 

Most interestingly, though, all of the weird landscape 


More info 

* "Evolutionary Art and Computers’ by Stephen 
Todd and William Latham, Academic Press, 1992 

* ‘artificial Life: The Quest for a New Creatlon' by 
Steven Levy, New York, NY, 1992 

* "Blind Watchmaker’ by Richard Dawkins, Penguin 


features are designed with Latham's Organic Art at their 
core, which that means nothing is quite as ngid at it 
н http//www artworks. co.uk 


e http-//alife,santafe edu 4 
e http://www.fusebox.com/ch/allfe.html | 


seems and many aspecis of the surroundings are open to 
mutation. Explorable tunnels, for example, open up out of 
nowhere. and seemingly harmless plants transmute into 
deadly enemies as the player passes. It is as if every 
aspect of the game is alive — a refreshing move away 
from the static prettiness offered by most game scenery 

Computer Artworks is, if not unique, certainly one of 
the most innovative companies working in software 
















development today, Despite the familiar gameplay 
themes, there's à wealth of ideas here, and, lor a change, 





The Computer Artworks team 


a slightly different range of influences than the last big 


have spent hours rane MAYO 

out V assi in whic the beat ‘ет up or firstperson shool ‘em up. If Evolve is a 

Geno Hunters mutate In success, there is a chance it could convince publishers to 
| response to different pick-ups allow a greater element of individuality into games. 


Latham, however, remains philosophical, 'This could 
either be an enormous success or a gigantic 
failure," he states matter of factly, 
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After a decade in the edutainment and multimedia wilderness, 
Broderbund is attempting to recapture the kudos it once boasted as a pure 
games developer. Will its new slate of titles do the business? 








nyone not familiar with the world of point-and-click 

adventures could be forgiven for thinking that. 

Braderbund was an extreme right-wing terrorist 
Organisation from South Africa rather than a top games 
publisher. But the firm, based just over the Golden Gate 
Bridge from San Francisco in a quiet town called San 
Rafael, has published one of the most successful games of 


_all time - the granddaddy af point-and-clicks, Myst, which 


to date has shifted over three million copies. 

In the 19805, Brederbuntd's status as a games publisher 
was assured, thanks to classics like helicopter shoot 'em 
up Choplifter and Arabian platformer Prince Of Persia. But 
after a decade spent raking in the profits from Myst and 
mega-successtul edutainment titles such as Carmen 
Sandiego and Printshop, Brederbund is returning to its 
roots 8s a new pure games brand, with giobal ambitions to 
compete once more with the world's top game publishers, 

As Broderbund’s vice president and executive publisher 
Ken Goldstein explains, the company's story has been 
dictated Dy some unforeseen successes. “п 1985, two 
things happened to the company - Printshop апа Carmen 
Sandiego. We had no idea they would become à substantial 
business which would drive us for ten years. Then we nad 
Myst. We launched It with modest aspirations on the Mac, 
and three million units later realised we were in the 
entertainment business. Then the business started to 
flatten. About one-and-a-half years ago, we looked at it and 
asked: "Where's the growth area?" The only area we could 
see growing steadily was the entertainment category.’ 

Having decided to refocus its energies on games, 
Brederbund took the radical step of launching a whole new 











brand, the cleverly named Red Orb (read it backwards), 
"The categories we're most interested in are adventure 
and storytelling, strategy games, and action,” explains. 
Goldstein. 'I don't think you can be in the entertainment 
market and not in the action market’ Red Orb s line-up So 
far, in order of release, consists of Warlords II! (à turn. 
based strategy game from Australian developer SSG); 


Riven, Cyan's massive 3D-modelled follow-up to Myst (see 


Cyan profile, p22); WarBreeds, a realtime Strategy game 
developed in-house; Take No Prisoners, a three-quarter- 
viewed shooter developed by Raven (of Hexen fame); and 
the high-tech time-travelling point-and-clicker Journeyman 
Project 3, developed by Presto Studios. 


Take No Prisoners IS үне most important 


game in the Red Orb portfolio, underlining Braderbund's 
drive to realign itself as a proper games company rather 
than a purveyor of kids’ multimedia. A full-on shooter with 
an unusual three-quarter top-down view, it doesn't stint on 


- gore or weapons (the armoury includes a "Star Wars'-style 


ligntsabre). Although the view is pretty much fixed, it uses 
2D sprites which are superimposed on a 3D engine, giving 
an unusual impression of vertical depth. Developer Raven, 
acclaimed for its work оп Heretic and Hexen, has a real 
reputation when it comes to Creating Shoot ‘er ups, so it 
would be a big surprise If this tumed out to be a dog. 
Steve Schreck, producer on Take NO Prisoners, is 


keen to point out what sets the game apart from the many. 


shooters on the market. "It's set їп a past-apocalyptic 
world, in which you play a character called Slade, who ts 
out on his own. You have to travel around the city, fighting 
factions of mutants called Zoners. It has a story element, a 
strategic element, a puzzle-sotving element and lots of fast 
action. The Zoners range from prison psychos to normal 
people such as yuppies, nerds and cultists, all of whom are 
trying to fend for themselves, Whereas in something like 
Doom ог Quake, you сап only play опе level at à time, here 
you сап, for example, zo from the prison and walk across 
the street to the hospital. Ir may not help to defeat what's 
in the prison If you go round the hospital first, but at least 
you can explore. The Slade character has 360 different 





WarBreeds 
which is refined a used as a power source. The game 





is seta mae ct omen 


frames of animation and there are 21 weapons and 22 
different enemies. Plus, there's a significant multiplayer 


«component with six different games, Including. a 
deathmatch, cooperative play and assassin mode. There's 


a much more strategic Component to top-down games 
than is possible In first-person efforts" — 

Humorous touches abound ~ the yuppie characters, for 
example, are armed only with tennis racquets, and if Slade 


As left standing for a certain time, he scratches his head 
and lights up a cigarette. 


Take No Prisoners Is siated for a November release, on 
PC only, and aithough equipment. demands will probably 
be Slightly higher than those of Quake, a 3D graphics card 


‘Shouldn't be required to get it up and running effectively. 


Warlords IIl may be ron ihe same mould as the 
likes ot WarCraft Il, Out Its producer, Dexter Chow, 


as reckons it contains enough innovations to make It stand 


out. ‘Although it’s turn-based, with probably up to eight 
lution. 





players participating, It has simultaneous turn- 


At the beginning of each turn, any player can move in any 
direction, pick any stack and attack." This, claims Chow, 
removes the perennial problem of waiting around while 


‘everyone eise does their stuff. 


"it has a full set of campaigns with cut-scenes, reward 
screens arid so on, and a random map, if required,” Chow 
acids. "It has three levels of Al which can be set $o that the 
computer knows only what the human player knows. YOU 
can also set a time for the turns, and you can customise 
the starting points so that, say, each side has 1,733 points 
to spend. For guys who are getting good at the рате, 
there are 12 scenarios, each with a storyline. There are 
Mii Eom burden. 
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As anyone who knows the world's game development scene will be aware, America's 
north west coast 15 a rich source. Broderbund is based here, in the town of San Rafael 





The PC wargame scene has never been so active, 
and Warlords III will be coming up against some 
big-name rivals, including Blizzard's Starcraft 





Typically, the object of Wanags I fs to Start with 8 
Singe City, explore and conquer surrgundms cities, and 
estabiisn an economic base. The game & ent fnr release in 


August, and looks to be another promising PC example 


WarBreeds might sound similar to Warlords IN, but 


tS a very different proposition. An engeanngty weird 
realtime strategy game, it's rather Шке CRC with an 
involved plot concerning different alien races, genet 
engineering and even musthiroorm-growing 

tt takes placé on даска an allen planet ina far-oar 
fictional galaxy, where a clan called the түен lived, says 
Alan Wasserman, the game s lead developer, in an 
attempt to explain the pilot. “The Yetis genetically 
engineered intelligent species, and the fourth race it 
created =the Magna — lalled off rhe other three, апо ihe 
Yedga died put. You can play es one OF (пе clans - tne 
тапи, the Sen-Soth, ihe Кеа or the Magna — пип 
against the other three The oneplayer game has two 
campaigns - the good guy. where you play the Тапи 
fignting the other races, or the Bad guy, where you start off 
playing the Magna but eventually team up with one of the 
otner cians 

Each Clan i5 made up of shamen and combat units 
TyDically, you start with anty a few snamen, which must 
build a base, The basic power source 15 mushrooms, of 
which there are three different types ~ pods, spores and 
weeds. You plant musnrooms, and БШП a refinery, which 
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The Journeyman Project 3 uses an innovative method 
in allowing players to explore its extravagant locations 





gats you power. You can also DUNO relay towers, which 
extend your power zone You can customise the combat 
creatures with biotech gizmos like Circular Saws and 
missile launchers. When you killenemy creatures, you can 
send your shaman down to collect genes from them. You 
can also squash your own Corpses 10 stop enemies from 
collecting your genes.’ 

Thougn it might sound as though Wasserman has been 
doing too many mushrooms, this insane plot combines 
with some surprisingly good graphics to make a Strategy 
game which stands out from the identikit masses and Tras 
some involving gameplay twists. As is essential these days, 
there's а cooperative gameplay mode (up to elent people 
can оеу via а LAN or the Intermet), and the different clans 
have some interesting attributes. The Magha, for Instance 
сап tur Invisible, and while the bovine Kelka are 510м- 
moving, they can pack a fearsame amount of firepower 
WarBreeds may sound a tad weird, Dut T its gameplay lives 
up to expectahons, 11 Could De a cuit nit 


The Journeyman Project „u vs vene 


point-and-clickers has had something of a chaquered 
history. The first game, which set a new graphical 
standard, soid around 500,000 copies, which sounds 
mpressive until vou consider that about halt of these were 
dished out In Bundles with early MPEG cards, most of 
which were notornously reluctant to work properiy 
Regardless of whether it was any pood, It was 100 far 
ahead of tne avallable hardware when it was released 
journeyrmari Project 2 disappeared without trace, partly 
because It was published Dy the obscure Sanctuary Woods 
and partly because of exorbitant pricing. But Red Orbis 
determined to make a success of Jourrreyrman Project 3 

Steve Schreck, who (5 8150 IFS product manager, is 
aware of the weaknesses of previous Journeyman Projects, 
yet believes that developer Presto Studios can make it 
third time lucky. "We've known Presta for quite awhile and 
Saw that there were Some reaily good aspects to their 
products. The consensus was that the things that weren't 
good were easily fixed. Presto have some really good 
puzzles, and what is rare is that they integrated into the 
story very мей. The problems in 322 mainly involved the 
Interface - there was a lot of stuff but nothing Interactive. 
that you could click on, the inventory was cumbersome, 
and although you were focused on the screen, you were 
navigating using controls outside the séreen ' 

Inurneyrnan Project 3 uses instead a Set of fully 
modelled 3D environments (with ZD characters 
superimposed), and an innovative Quick Time VR-style 
navigation system which lets players look up or down 
depending on whether the Cursor is above an equatorial 
mid-point of the screen. Brederbund will not reveal whose 
3D engine technology this uses, but It is certainly an 
piegant means of controlling the character precisely using 
just one mouse button. The game (5 set In three impressive 
environments — Atlantis, Eldorado and Shangri-La = and 
has a convoluted time-travelling piot explained with the 
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m left) Richard Vanderwende, Robyn Miller and Rand Miller are the creative forces behind Cyan. The c« 
adventures. Its next venture could з а | sized success 
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help of cut-scenes. The player's time-travelling suit makes 
it possible to takê on the personas of the characters 
encountered in the game - indeed, assuming the right 
identity is vital to solving many of the puzzles. 

Likely to appear in early 1998, Journeyman Project 3 
will Certainly be a cut above the average point-and-click 
game, There's no doubt that It looks great and is about as 
Interesting to play as such games can be. Not one for 
those who crave shooters, пог likely (б беа bona fide 
classic, it shouid nevertheless be able to atone for the 
previous, rather limp Journeyman games. 

With this solid portfolio and the likely Slockbuster, 
Riven (of which more later), Broderbund looks like it means 
business with its return to the games world as Red Orb. It 
is about to emphasise this with à free online gaming area, 
and |S aggressively looking to sign up new developers and 
bulld up in-house development teams. If Braderbund/Red 
Orb's journey back to its roots can produce the spiritual 
Successors to the likes of Choplifter and Prince of Persia, It 
will certainly have been a worthwhile exercise. 


Hidden away in an obscure place called Spokane, 
close to the Canadian border in Washington state, is а 
small game development house called Cyan. A quick tour 
around the charmless town suggests that Cyan is not like 
other developers. This is not the sort of place where you'd 
find John Romero or his ilk posing around in slinky Ferraris. 
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The local paper advertises Clothing Optional Bingo at the 
Millwood Masonic Lodge, which conjures up visions of 
handshakes going beyond funny to Bizarre. It's the sort of 
place you po to in order to shoot grizzlies or indulge 
paranoid conspiracy theories by setting Up а far-right — 
militia movement. Nestling in à pine forest on the edge of 
town is Cyan, This small developer, run Dy brothers Rand 
and Robyn Miller, is hardly prolific = it has only ever 
released опе game. Yet that рате, Myst, is one of the 
most successful games in history, having shifted over 
three million Mac and PC copies, and i5 the classic point- 
and-ciick adventure by which afl Others are judged. it has 
also been described as a game for people who don't play 


games, but few of its peers can boast such a determinedly 


obsessive fan base. The Miller brothers and their right- 
hand man Richard Vanderwende ian ex-Disney 
employee responsible for tha film ‘Aladdin’) are attempting 
to harness the technological advances which. have deer 
made since Myst first appeared and craft another _ 
legendary chapter, which will be called River. 

The most immediately obvious trait of the Cyan clan is 
that they are perfectionists, pursuing their 208/5, almost 10 
the point of obsession, Uniquely, the company refused an 
advance from Broderbund when It started developing 
Riven, in order to retain total control, ploughing the money 
it made from Myst back into Its successor. This has. 
inevitably, created а few frictions between developer and 


publisher, but Broderbund is a more enlightened publisher i» 
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4 than most and has unshakeable confidence in Cyan, The 


Miller brothers certainiy don't talk like your average 
developer. Here's Robyn, for example: "We're not doing 
this just because we want to make money, We want to 
create something and express ourselves. 

"Up here we can just focus on work, eliminating the 
outside influences which are so detrimental,’ says Richard 
Vanderwende, explaining the company's unusual location 
Cyan's isolation has indeed bred а very individual visual 
style, as Robyn explains: ‘Riven 15 less influenced by 
Western culture. We drew on thinks like African, Arabic 
and Celtic cultures and blended them together.’ 

| think-one of aur strengths is that we don't play 


games, so we aren't then subject to being influenced by 
пет, says Vandenwende This no-compromise approach 
Is mirrored in the visual aspect of Riven (Sadly, Edge can't 
comment on the puzzle content, as Cyan is maintaining а 
Fart Knox-Iike screen of secrecy around 10. Fully 3D- 
modelled and animated In Softimage, It looks gorgeous - 
but then that 15 to be expected from à game spread Over 
no fewer than five CDs, The attention to Cetall is stunning, 
with all manner of arcane computer-generstegd machinery, 
such as drawbridges which flex as they fall into place and 
spherical clocks which rock when they're clicked upon 
Riven's screens and animations, unlike those of Myst, will 
operate fullscreen and require at least 16Dit Colour, 

'By not going with а Doom-like engine we bought 
ourselves à lot of detail,” says Vanderwende. "We took а 
ipad of SGis and pushed them to the limit. For example, we 
created an island, but something wasn't right with it, 50 we 
called Softimage tech Support. They asked how many 








A mixture of African, Arabic and Celtic cultures apparen 
the style of Riven. The result is a game that is very much its own title 


polygons were involved and when we said about a million 
and a half, the tech guy nearly had à heart attack. They 
had to write a special patch for us.’ 

Given the freedom bestowed by technology unavailable 
in the days when Myst was made, as well as more time for 
delberation, Cyan has addressed a number of criticisms 
levelled at Myst. "We realised therë was a weakness when 
you got to Mystisiand, confesses Vanderwende. "Some 
people stopped playing because they didn't get off the first 
island. In Riven, people have a lot of territory to explore 
before they encounter that initial hurdle. 

"'immersiveriess is the word,” adds Rand. We want 
people to De in a dark room with big speakers so that if 
neonle come UD and tap them on the snoulder, they ve 
forgotten they're in the real world." 

It remains to be seen how weil Riven will play. When 
quizzed about its puzzies, Rand would only say; ‘it's 
difficult, because anything you explain takes away some of 
the reward." However, Vanderwende ventures: ‘There's 
more of a cross-referencing aspect Lû the puzzles in Riven. 
You still come across devices that you have tà deal with, 
but there's also а more giobal aspect to the puzzles." 

It's likely-that the game's appeal will span age ranges 
апа genders and appeal to hardcore game fans as well as 
non-gamers, 'As far as we could tell, from the beginning, 
Myst was accepted really well by gamers, asserts 
Vanderwende, "| think any backlash has arisen to some 
extent because it has been so successful." If its gameplay 
lives up to expectations, Riven could achieve the d 
across-the-board success enjoyed бу Myst, | 
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Developed in close con сона with Simpsons creator Matt Groening, Virtual Springfield offers 
thousands of frames of cartoon-like animation and a fully navigable environment to explore 
i 
IN THE PAST, THE TWIN DISCIPLINES OF TV AND VIDEOGAMES 
HAVE SEEMED MUTUALLY EXCLUSIVE. 
INTERACTIVE | FOX, HOWEVER, IS ONE COMPANY THAT IS STRIVING TO STRADDLE THE DIVIDE... 
im companies nave a problem 
2 With videogames. They have 
Spotted a lucrative market which 
is increasingly influencing their own 
Output, and. they want to get involved, Dut 
for some reason it t often just won't work 
E Time Warner, for example, bowed out of 
3 the software scene last year, having 
Е released little of merit, and Spielberg's 
= Dream Works arrived with huge fanfare 
Dut then came up with Director's Chair 
and everyone suddenly lost interest. Fox 
> Interactive, however, 15 а Survivor 
z This is, Of course, not unsurprising 
= considering the wealth of TV and film 
{ licences the company has available for 
t plunder, One of the most profitable of 


these is America s most dystunctior val 
family, the Simpsons wh ) have already 
round their way into Several games and 
multimedia products over the last five 
years. Virtual Springfield, due for the PC in 





Virtual Springfield includes 36 activity scenes which allow the player 
(I to interact ip th a vast range of „ишу regule from 'The карим 
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There are dozens of locations in Virtual Springfield, each inhabited by 
well-known characters boasting random animations and speech loops 








Moe's Tavern (top) will 
no doubt provide a 
salubrious location for 


Springfield players 
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late September, is a 3D exploration of the 
Simpsons world in which the player roams 
around the town dropping in on famous 
landmarks and characters. 

Aithough this sounds like quite a 
straightforward venture, producer Gary 
sheinwald assures Edge it wasn't. ‘Virtual 
pringfield was daunting because, after 
eight years of production, with dozens of 
different writers and no "bible" to work 
from, we had to make sense of the 
Simpsons universe. Since there are sets 
like a regular sitcom, the show 5 creators 
will change "reality" at the drop of a hat if 
it makes a gag funnier. For example, їп 
some episodes, Springfield is landlocked; 
in others, it is Dy the sea and has a port. 
Also, the Simpsons house has had three 
addresses over the course of time. So we 
decided early on to model the most 
“normal version of Springfield. When Matt 
Groening saw the map, he was amazed — 
nobody had ever done that before.’ 

To accompany the realism of the 
town plan, there are apparently 36 
‘activity (le game) screens, and each 
of the locations boasts interactive 
elements, making this more than a 
kind of 3D Simpsons encyclopedia. 

However, the product will have its 

work cut out capturing the 

essence or the show as well as 

Fox's brilliant Simpsons Cartoon 

Studio. The interactive elements, 
tor example, will have to be 
numerous and well-devised to lift 
tnis above standard multimedia fare, and 
there will need to be plenty of Matt 
Groening humour to keep punters amused 
for longer than nait an hour. Fortunately, 
Sneinwald told Edge that these criteria 
have been met, wich should make this an 
essential purchase for Homerphiles. 


Ln on 


Another successful, aa, 
SI gntiy 


darker, Fox TV show is The X-Files', which 
is due for two computer interpretations 
over the next 12 months. While a later title 
wil! be appearing at some point In early 
'98, this October should see the Mac/PC 
release of X Files: Unrestricted Access 

an intriguing hybrid of adventure game 
and reference CD-ROM. 


The premise i5 particularly novel. The 
CD contains masses of 'X-Files' info, audio 
clips, sounds, narratives, character 
dossiers, etc, but players cannot access 
these in a straightforward ‘reterence tool 
manner. instead they must act as ЕВ! 
agents, rooting out information for 
themselves in a series of non-linear 
Storylines. The basic plot is that Mulder 
and Sculley nave disappeared and It's up 
to tne piayer to find them 

The idea, of course, is to make players 
feel as though they are taking part ina 
real life X-File. To this effect, Unrestricted 
Access includes things like fictitious 
e-mails (which are ‘sent to tne player 
througnout the game Dy mystery 
sources) to heignten the SPOOKY 
atmosphere. This interactive element |5 
accentuated by the inclusion of simulated 
ЕВ! computer tools such as waveform 
players, voice matching апа fingerprint 
analysis, which the players can use to gain 
further information 

Fox is revealing little about actual 


gameplay mechanics at the moment, Dut 








It is clear that the player interacts with the 
action entirely through a fictional 
computer interface (ie users don't control 
figures through a 3D world, they simply 
imagine their computers are attacned to 
some shadowy FBI network). Information 
becomes available througn three different 
routes: Search, Surveillance and 
Communication. The first is an in-gam 


database, allowing the player to acces: 
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Bart's heroes Krusty the 
Clown (top) and Itchy & 
Scratchy (above) star in 
interactive sections 














Audio and visual effects from ‘The X-Files’ are used to heighten the 
atmosphere and make Unrestricted Access seem more than a videogame 
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Croc retains its own 
sharp, distinctive style 








Though it cribs elements, 
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case Tiles and evidence records, tne 
second lets them place certain characters 
under surveillance and receive reports on 
their actions, and the third Is actually an 
online hook-up which downloads 
information from the Net and also allows 
players to regularly update the CD info as 
furtner TV episodes are shown 

In many ways, X-Files: Unrestricted 
AC Hd can De Ci отрагес to ACTIVISION'S 


yer i Кар 
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craft. in hat it offers t the pla 
into a world of espionage an 
Even if the interactive elements do not 
convince the player this 15 à а game, ratner 
than an 'X Files’ encyclopedia with а fancy 
interface, at least Fox is attempting 
sometning new and interesting here, 
something which may contribute toward a 
whole new genre — the online multimedia 
encyclopedia ee adventure. Bit of a 
mouthful, but it could catch on 


Still on the | money-spinning sci-fi 


theme, Allens vs Predator is Currently 
being developed by Rebellion and should 
be out at Christmas for the PC, PlayStation 
and Saturn, Predictably, it's a firstperson 
shoot em up in which tne player сап take 
on the role of Alien, Predator or Special 
Forces marine, each of which requires 
different mission objectives. In a similar 
vein to Probe's Alien Trilogy, the action is 
set in an weeds research complex 
on a distant planet where Aliens and 








Allens vs Predator licence 


No screenshots of Aliens vs Predator 
have been released, but early artwork 
hints at plenty of fisticuff action 


Predators — bred Dy the US military as 
weapons — nave escaped and are running 
about the labs killing people and generally 
making nuisances of themselves. 


Although the idea of an underground 
base doesn't sound too promis ng in terms 
of scenic variety, there are apparently 
plenty of different environments, such as 
hangars, isolation labs and nuclear power 
sites, many of which contain booby traps 
to make er more > Interesting. There is 
the obligatory fame-thrower grenade 
auncher and rifle, along with more exotic 
like gas canisters and demolition 
dmm s. On top of that, predators have 
nfra-red vision and invisibility, and, most 
interestingly, Marines can employ 
pneremones to attract or repel aliens 

AS yet, no screensnots have Deen 
released, but the game does sound more 
intriguing than earlier incarnations of the 
& (released on the 
SNES and Jaguar). Interestingly, the 
designers promise an emphasis on 
Strategy as Well as mindless Diasting 
(Aliens, tor example, have to establisn a 
colony, gather hosts, etc), and tne PC 
version comes WIth various network 
opti ons allowing players to team up 
age st the other species, or fight each 
other. Hopefully, the visuals will keep up 
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Away from dark ... 5... need, 


away from lucrative T¥/movie licenc 





The apparently fully explorable 3D world allows 
Croc to swim, swing on ropes and climb. The 
character's ultra-cute animation is excellently done 
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Unlike other 32bit platformers, Croc a арр 
presents an open 3D environment, rather than a few 
polygame flouncing about an essentially 20 world 





altogether is Croc, а highly promising 3D a Croc tail-swipe dispenses with baddies 

platformer currently in development at in much the same way as Crash's manic 

Argonaut and due for PlayStation release spin did for his foes, Again, though, this 

n September, Saturn in November and PC game seems to offer more diversity – Croc 

n December. Here, the player guides a can climb, swim, swing on ropes, and 

cute crocodile around six different when he jumps onto a platform he often 

ancscapes, collecting crystals and has to haul himself up 

umping on bad dies. Within these Croc, then, looks like making brilltant 

anoscapes are 40 levels, ОШ completing use of standard platform visuals and 

the game reveal 
Ona basic evel, this will probably be Daddies, power-ups, etc), while combining 

abelled ‘Mano 64 meets Crash Bandicoot’ them with a few of its own touches to 


Is another 20 secret ones gameplay themes (like end-of-level 


The landscapes and characters - cute create a potentially massive title. Producer 
olo urful, s SI тр е yet wondertully designed Dave Stalker is certainly confident of its 


gths. ‘Croc is one of the first of the 
especially consideri wade the truly 3D look of next-generation platform games. It is born 
the game. This is no accident, perhaps, as of thoroughbred stock with a lot of new 
Argonaut Wodasd with Mryamoto on the twists that the wisdom of age brings. This 


production of Star Fox. Certainly. ore 5 a game Dy lovers of the genre and it 


= {ҮЛӨР More to Miyamoto's masterpiece, Siren 





The main character and 
much of the scenery are | 
clearly inspired by the shows that Argonaut has an aptitud de for shows.' It is certainly an important game 
works of Miyamoto -haracter design = Croc, with his bise for Fox, not just bec ause it looks so 
colouring, wide eyes and Mario-esque promising, but because it's the company's 
Hrst reiease not to бе based on a TV Of 


film licence 





ratic x ed ише TUNE = Кайгы Allin all, Fox Interactive obviously has 
ge nere TUON Û D: aec TiS 15а Бе = і 
1), MENT e- Э 32 Rae NL ux a sound business head on its shoulders, 


arin ha, c of ——— or elar чш Hut it also has a creative agenda. This will 
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ve it well in a cut-throat industry where 





consumers are becomin ere of big- 
name brands. Richm к is well aware of 
yelps and cheers, is a successful this. ‘Most film companies nie fe followed a 
emulation of the perennial Japanese style formula that the property will sell the 

зе influence of Crasi dicoot 15 game. This is absol Itely false. Games are 
most evident in the character's interaction about playability, cutting-edge graphics, 
with his background. In Croc it's possible showing of hardware, а nd fun - the 
for the player to jump up on wooden underlying g property is only a source of 
crates to smash them and reveal random inspiration. It is this latter approach which 


goodies — а device that could have been has worked well and continues to E 
акеп straight trom Crasn, On top of Mat, do so for us 
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The six scenic styles - including haunted castle and underwater - mix childlike 
simplicity with surreal fantasy, and reflect the game design philosophy of Nintendo 
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— Gen alive жар to Probe, сс Ed 1 
especially Iguana, the company founded by s hand 
~ e dedicated Brits in California in 1991. 
Edge visited the : =" to find out whether the 
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Dave Dienstbier a miren. his — 
urok team (ri 
Stubbington E d | 
enemies for the N64 
sequel ta Turok (top) 


guana's Austin HQ is described by other 
studios as The Palace’. The corporate 
Dlack-glass exterior belies the comfortable, 
airy interior. Everything inside feels new, and 
everything, from the purple-patterned carpets to 
the frosted glass (patterned with тоск lizard 
scales), reeks of self-made success 
There's a self-assuredness here, an almost 
tangible confidence. It seems to be on tap, 
distributed by the air conditioning that runs 
throughout the building. keeping the oppressive 
Texan heat at bay. The feeling owes much to what 
most European audiences digo describe as an 
obscure’ comic, ‘Turok: The Dinosaur Hunter’ has 
been around since 1954, sharing shelf space with 
another of Acclaim's properties, ‘Batman’, but few 
Would argue that it is anything like as popular 
Fortunately, Turok the game doesn t need any help 
public eager not just for more quality 
titles but for anything that will adequately 
demonstrate the power of the N64 
One of the key people involved in the creation of 
Turok is project leader Dave Diensthier, who 
occupies a chaotic-looKIng office in the Turok wing 
of tne bullding. He believes the рате 5 appeal lies 
ess in left-field licence deals than in the simple art 
of creating a beljiévable gameworid. 
rhe idea with Turok was to take the firstperson 
genre and open It right out, he explains, ‘We 


п sell it to a 


wanted to get away from the whole cramped, maze- 


ike structures that just about every other game of 
that kind was trapp s» the player in. We wanted to 
create a world that felt real, without constraints. In 


‘convince you that tm 


— based outfit has "ea to sia even the е: 











а typical Dé6om-style game, you re running through 
endless grey corridors, бип Furor, you're hearing 
irds and monkeys squawking, trees blowing over, 

ripples in the lakes and fish swimming around. In 
other words, there's potting there that doesn't 
sis а real world.’ 

That real worid wes originally conceived in 1994, 
some six months before Iguana's sale to Acclaim 
At th& time, Quake was still ‘only a twinkle in the 
eye of Doom 2. Likewise, Cores Tomb Raider 
project was Still awaiting the green light. The 
definitive N64 title, Super Mario 64, was in 
development, ‘put Iguana would have had no access 


tr tha M 
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e Nintendo team or their groundDreaking 3D 








routines. At the time of the sale, in January ‘95, the 
company was working, as many Dream Team 
members were, with an Onyx emulation system 
which was actually simulating a machine well below 
the eventual N64 spec. It wasn't until the full dev 
kit arrived that the Turok project really began 
pushing back the boundaries, not just graphically, 
but in the sheer size of its levels, which many 
doubted would even fit onto cartridge 

Towards the and of the project; Dienstbier and 
his team laboured day and night to squeeze as 
much as.possible onto the 64Mbit cart. Inevitably, a 
number of ideas had to be shelved, most notably 
the Brachiosaur - a dinosaur that appeared in ail 
the. press material, and even early versions of the 
cart, but which found itself on the cutting-room 
floor because the sheer size and complexity of the 
model ate up valuable chunks of memory. 

By the time we got to the епа Af Turok we were 
literally scraping around for one or two kilobytes, 
just to pack everything in, confesses Dienstbier.’ 
| mean, there's not a single byte of free space on 
that cart— not one! Sure, we had to make a few 
sacrifices, ke the Brachiosaur, and another 
dinosaur we called the 'Mosschops', but you have 
to work within those limitations. You can run into 
that eight-megabyte wall pretty quickly when you're 
creating a world, and we ran into it doing about 90 
miles per hour with Turok.’ 

To many, it was something of a mystery how a 
game so huge had-been squeezed onto ап 8Mb 
cart. The detailed textures and sheer size of the 
levels are at least equal to Mario 64, which had all 
the benefits associated with its status. as ап 
in-house Nintendo project. It seemed that Iguana 
has got to grips with the machine as quickly as 
those who designed it. The secret, claims lead 
programmer Rob Cohen, is ruthless compression. 
The routines used are well ahead of those used Dy 
the competition, thanks to a team dedicated to 
compression algorithms. Iguana is making such 
strides in this direction that it expects Turok 2 to be 
fully 4095 bigger than the original 

‘The bottom line is that the N64 is a fantastic 
piece of hardware and very well designed,’ Conen 
asserts. 'However, it does take a lot of work to get 
the kind of results we achieved with Turok. This is 
due in part to the fact that the development kits 
come with a lot of very low-level libraries which, 
while very well designed, take a lot of work to 
really make the most of.' 





nto cle) there is little to be seen, these concept ske 
3. The sci-fi alien influence will be heavily in evi 


Perhaps the only criticism levelled at the game 
on release was that its clipping left a lot to be 
desired. The draw distance was so short that tà 
avoid pop-up, a thick fog permeated the levels, 
bringing visibility down to 100ft and raising some 
questions about the true power of the cansole 

Cohen feels such criticism is unjustified. ‘Every 
piece of hardware nas a performance benchmark. 
The issue is making the best use of that latent 
potential. The far clip distance —or fogging - in 
Turok was really not an Nó4-related issue at al! but 
the result of the performance standards we set for 
the game. Having finished Turok, we set new 
benchmarks in graphics, design and performance.’ 


All of which bodes well for the sequel. 


Turok 2 (working title) is currently just 16 weeks 
into development. At this stage, the plot has been 
written, the enemies have been drawn and many of 
the levels are in the final stages of pen-and-paper 
design, but there's very little to see of the game 
itself, which probably helps to explain the confident 
mood. After all, at this stage nothing has gone 
wrong, and the team is still bathing in the light of 
the gushing praise lavished upon Turok. Both Cohen 
and Dienstbier are predicting few problems, 
however — all you'll hear from them is a simple 
mantra of ‘bigger, better, more’ 

The plot is really the Key to imagining how the 
finished game will look. As with Turok, the action is 
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Turok PC is sure to shake thin 
N64-style graphics, only in high 





make PC Turok as 
a property as the Í 
of Unreal and Quake 


The detail here NUS 
ikes 


2. The similarities 
between the N64's 
power and that of 
3Dfx will make fora 
close conversion 


gs up when it arrives in September. The 3Dfx card supplet 
e 7 


r resolution. Quake certainly never looked this good.. 


and, a collection of jungle cliffs, 
caverns, tempies-and future-tech. The arch villain 
d final boss fas been replaced with an alien 
feature, the "Primagen , trapped in the dowels of 
ng-buried spacecraft. Although ne lacks the 
ngtn to venture topside himself, nis minions 
can. Many of these will be familiar dino-robots, Dut 
i range of new creatures has been created for the 
‚апа due to the alien origins of tne plot, 
id be a far wider variety. 


Both Dien 


Ipped about what is perhaps the most important 


stbier and Cohen arer 
1e game, level design. When quizzed, they 
15 ава Smile, Dut Say little 

VOL at ts 


can te time 15 that we want 


the levels to be designed In such a way as you сап 
revisit them,’ says Dienstbier. ‘Turok 2 won't be as 
rigidiy structured as the first game = you won't 
progress from one level to the next in that same 
linear fashion.’ 

What he's suggesting is some kind of hub 
arrangement or, as someone lets slip in the 
nallway, multiple hubs’. This would yield huge 
levels, not unlike those found in Raven's PC shooter 
Hexen, which eschewed the usual episodic format 
in favour of broad maps that radiate out from a 
central hub. The result is a cohesive environment 
that promotes exploration and map knowledge 
above the usual combination of speed and combat 
The creatures wha would only previously pursue 
ne was out of sight will also take 
advantage of the new open terrains, nunting Dy 
sound and tracking the player across the maps. 

Dienstbier |5 pretty happy with his new bDestiary 
In one of the other, darker, offices, he reveals the 


Turok unt 





first creature. Although merely a spinning 3D model 


obviously dumped onto an early backdrop, it's 


impressive. The nalf-man, half-lizard creature is 
quite a departure from the Jurassic Park -style 
enemies of the origina 
geometry look as if they have been ramped Up 
considerably, a result of the new creature engine 
the team developed following its own self-critical 
post-mortem on Turok 

‘One of the things that we weren't particularly 
парру with in the original game was гле way we 
constructed the enemies,” ne confides. ‘Because 
the textures were individually applied to each Dody 
part, gaps would appear on the joints whenever 
they moved. it wasnt really a glitch, it was more of 
a limitation, but it's something we've eliminated for 
the sequel. Actually, the way we're doing it now 
actually uses less polygons than before, Dut it 
appears as if we've used more.’ 

instead of texturing each limb, the new engine 
throws a Seamless texture skin around the creature 
model, eliminating the teiltale gaps that appear 
every time the monster moves. Although the 
models used are far simpler, it's a technique that 
worked well in Quake. It allows for fewer polygons, 


and the textures and 





idering THE 
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| on conversion to PC. Scupltured has written an N64 
to facilitate thet conversion to the PC and in some ways, it may even be 


repel should lose nothing 


— better. The mouse controls will be similar to Quake, and the resolution a respectable 


640x480, Lighting effects are perhaps 


thé only area where the PC might struggle 


ng the rather 
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La 


Thing пке 115 Û 


! vs 
geometry 


ie modified Turok 2 eng 
Graws and wr at 


nessed on th 
anspárent wat 


sheer complex ty of the dinosaur 


Turok is huge. Each level 
epe around 300,000 
. (30 times Quake's) 
the entire game area 
takes up around five 
million square feet 
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NFL Quarterback Club '98 will be the first N64 title to use the system's 640x480 hi-res mode 
in-game. The detail level stunning, but according to Iguana, it couldn't be done for Turok 2 


« double buffer and triple buffer everything.’ 


The engine is a derivative of the one used tor 


Turok, which i$ already fast, Dut there are a number 
added features that make the higher resolutior 
35sible. Should tne frame rate drop below 30, for 


example, the game' sheds detall from the stadium, 
id all the player models have duai-detail modes 


the distance; the 300-poly me 


Ireeing up thé RAM for the higher-detail players 


the foreground, As with Turok, the key to the nuge 


ime 33 sta 


par; 
гї 
^ 

k 


jriety oj textures (mere аге si 


ithless compression routine developed internally 


WWE LE 11 onro tre artridge а5 DOSSIDIE 
= | Р $ rr ng rhe game | # 1» iF ] 

Ез ТГ] Wes | | е: it the N54 5 TOU 
Eo omi П , mne i 

EES Ul Мм, аб lead programmer Brian 


that you Can use as much от the RAM as you want 
for graphics, unlike the PlayStation. The frame 
buffer takes up over half of the four megs, and 
Decause the N64 IS Cartr'dge-Daseg, we don't nave 
ta have ail the player graphics in memory. Like 


Turok 2, we're using soft-skin models, which lets us 


keep the polygon count down.’ 


The visual Dreakthrougns made by the team it! 


(eacn player uses the same model) anc relatively 
The secret to the hi-res spartan environments, A game like Turok would be 


mode lies in the "iiec s 
relatively spartan considerably more dif 
stadiin ү рас Ji much information that’s needed in RAM, such 85 
stadium) and player A PITT EUNT Ene DP RE TRES. S es 
models that share detailed creature тосе! апо animations 
identical geometry 


сии Décause (пеге © 50 


The third title, AE SEE 


Lau 
ong way off - it is not due for release until 
next year. Another auintessentially Americar 


yed 


title (baseball games rarely do well in Europe), it 


already boasts a long list of technical innovations 


idividual players will have their faces mapped onto 





models, as well as having their own un 
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Чое 


пакі 


nisa oF а “umber at raaltime liehtinge effects 
; use а number of realtime lighting effects 


AS now seems to be tne case with almost i 
multiformat title, thé PG version has the lii 
snare of the special effecrs. and will, of co 


гч = ppi e 


n ni-res, tants to aD cards 


a P нү" 1 i —— تر‎ ey “ids ee а. 
WE "B Df etty ena wusred үч L1 JLITX rel id A 2 
i # г” m s ы 
Jaime Grieves, project manager for Baseball. ‘The 
Chip nas & very 2000 liDrary, and it S very easy то 
nrogran fr. We je writing à Оз ersion of 
n cal f i i 1" Ё p à + 
Coot i ы оиа ме СОЈА y CT ait WT VLE 
[ t 1 Tats 
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vriting 'to the metal" is becoming something 
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drive that elled a tiny expat I leshop to the 
top of Acclaim's must-have Ist. it’s unlikely that 
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has certainly hanged a lot Of minds abouf 
company that Was once the largest softwa 


publisher in the worid after NIntend | 


All Star Baseball '98 isn't due until next year. 
realtime st adows and is 3Dfx accelerated оп 
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It boasts 
the PC 





iguana’s UK arm may not be able to boast the same exotic location as its. California- 
based parent company, but it's got plenty of other things going for it, as Edge discovers 





tockton-on-Tees isn't &x 
OcatiOn TOT a V 
it's a uniquely British one. SO many 
developers are hidden away in incongruous 
ke ris which are as 


northern Паск\уча бг | 


more with the industrial revolution than the 


one. And, like RSS other British developers, 


couple 


Se Drotners 


Iguana UK grew out of the obsessions of a 
f bedroom programmers, in this ca 
Darren and Jason Falcus, now managing d 


ad dlrartar лї nr to : len 
and director от proauct evelopment respec 


at the Acclaim-owned codeshop 


The brothers started programming in thei 


p dnm А i ۴ Y " x 5 Г" S) aspe. کر‎ ab Cm Bea pes А П 
in 1983 Dy Stóckton-based Paramount ѕопмгаге Hy 


T. 
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Gremlin and CodeMasters. Pegasus тог Gremi 


actly a Ziamore 


deogames developer 


sociated 


15 and had their first Dragon 32 game publ 


digital 


rector 


was about the-best one,’ admits Darren. We kind 


plugged along, but nothing Dig was happenin 
1993.' Then they met Jeff Spangenberg, head 


Iguana, v 
irm and Iguana UK Was born, whic! 
oroduce the excellent 16011 console convers 


the NBA Јат coin-op 


When Acclaim bought Iguana in 1995, it was the 


start от major changes at tne | 


)peration. it moved away rom, conversions, 


vho bought a large chunk of the Drot 


1 went on to 


Brothers еп and F immed their fist game in 983 om on 
or 2) and eventually formed Ор a Se are in "68, eius e Dingoa 


Р F 
T Гн 


@ until 
1 


E L 
[e 
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= 


ons of Deen programmers or artists or design ers 


Everybody lives for games.’ Two of the key 
personne! recruited were creative director Guy 
Miller and project manager Simon Phipps, who 


tarred both came from ‘Core ne wo are 14 йн зр for 


оп original titles and set about strengthening its what has become the company s Tirst major original 


x 


c 
nanagement and creative team. 'We've got a really game - Shadowman, based on a best-selling 
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what they're talking about. Project managers have 














even look alike. The 
ers Falcus are 
* ustifiably proud of their 
PC/N64 creation, 
Shadowman. Like Turok, 
it has its origins іп a 
popular comic 
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[he Other major tithe 


n development at 
Acclaim Studios’ 
iguana UK iS an NES 
version af Probes 
Forsaken, The Iguana 
game is more than a 
mere conversion, 
however, as if Lakes 
characters from the 
Decscent-inspired. PC 
onginal and Uses then 
tū Create a 
singleplayer allan He 
game is only three 
months inte 
development — iguana 
has just got the-engine 
tunmng and |S startimg 
o put objects into the 
gamesworlid 

Ihe restrictions of 
the NG4's cartridge- 
bused arcmtecture 
have forced iguana to 
change the Degcent- 
style play, as fhe 
enormous levels seen 
in. the PC version are 
nat TEASE оп 
Nintendo's machine 
ipuana 15 theretore 


rying to create a 


less linear game 





Shadowman's creative director, Guy Miller, claims that working on it is ‘like writing for 
"The X-Files" .. we can go wherever we want. There's a lot ol crazy stull in here’ 








PAIRI 


COMITE ОНОК 


Shadowman looks even better than Turok, its atmospheric visuals putting it in the same class 
Unreal and Doikateno. The comic an which it is based follows the life and loves of an и 





& Acclaim Emeri 





ndead voodoo assassin... 


started WOrKIng on the conct 


isa сагк, Mature 


OWS tne story OMNMiKe LeRoi, 





as current PC darlings 





ае ana Dari-time ASSASSIN 








The 3D engine allows for some amazing scenes, 
reminiscent of Turok, but with a ‘psycho-horror edge 


Shadowman will not be a game for the feint-hearted. 
If it were a movie, it would owe much to Angel Heart 




















Like Тигох, 
Shadowmgdgn owes 
much of te рог and 
detai! to the dark, 
brooding Comics of 
the same баё, once 
again released. бу 
Acclaim's OWN COMES 
publishing division, 
Valent Heroes 


INtinued 


т Croydon-based Probe is one i the | 
оте setis fonhegi ming titles 





pum Hey re like the Borg, says Joe Bonar, one 
| 3 LI | of Probe's directors of development “They 

ШИ go to the drinks machine together, they 
even go Tor a piss together. He 15 referring to the 
team behind Probe's new title Forsaken, a PC game 
which looks like taking the Descent concept about 
as far as it can go 

Edge i5 in Croydon to see one of Acclaim's 
ongest-s5tancing collaborators. Probe was founded 
In. 1984 by Fergus McGovern and made Its name as 
a safe pair of hands to which any blue chip coin-op 
conversion could be entrusted, Qut Run, 
Roadblasters, Super Monaco GP, 5таѕп TV, Golaen 
Axe and, most significantly, the Mortal Kombat 
games all came from the arcades via Probe 

Then, there were the movie licences. Alien 3, 


: m = b iine wu ee Mia Рр е ЕТ 
RoDocop 3 and tne impressive Die Hard пову ali 





proved that Probe nad as sure a touch in this field 
85 it did їп coin-op conversions Now a wholly 
owned subsidiary of Acclaim (the Buyout helped Forsaken does indeed appearto be an 
prope! McGovern into tne list of the 500 wealthiest impressive рате E8 is Shown a multiplayer 
Brits), Probe's current slate of products reflects the game played by six or seven.óf the Forsaken team 
ی‎ f at its parent company, with original games (akane Borg of ‘Star Trek /TNG'). They don't have 
Outweigning псепсеѕ any names, Joe "A Of the team. They are one of 
One of them is the aforementioned PC title, many,’ Hoverbikes zip through the claustrophobic 
Forsaken, Forsaken fits in with our.óhilosop! y ol chambers of the level, weapon fire Streaks Dy and a 
taking something that looks нке sometrmng out bikê explodes in a mess of fire, debris and blo осу 
there - l'm being cagey now, I'm on tape -and DOUy Parts 
then just Make i way Detter, states Bonar With. multiplayer it's Been а lot easier to get 
things together,’ says Tony Beckwith, Probe's 
other director of development and producer of 
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Forsaken. TNE engine s being Du!iit at thé moment 
for single player,” 

But тог now, its the multiplayer game that 
grabs. Supporting ов 10 16 players at once, witha 
huge variety of weapons, it may be not be doing 
anything that new, but what it does do, it does very 
well indeed 

The same could be said for Probe's other 
adrenaline rush, the post-WiBeout N64 racer 
Extreme б. ‘One Gt the reasons it's called xtreme 
GiS because it'S got localised gravity,’ éxplains 
Borer. ‘We can put it anywhere — we can put iton 
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individdal piece of trat 

cireécvon, we Can Stick Cars то the ceiling, то |05 
about anywhere we like. It means we can do totally 
bonkers stuff.’ Some of that bonkers stuff in€ludes 
a track that bends over on top of itself so the 
Diaver Can see-other racers below nim, and one 
circuit that looks like a 3D Spaghetti Junction 

Fast, slick and eminently playable, Extreme: б 
should deliver the kind of headrush not yet seen on 
the №4. And Bonar admits that one of the key 
reasons they re.devéeioping itis Decause there 5 no can EÛ up round the walls, you can dO just about 
other game like it on the Nintendo machine. But it's anytning. t's totally bankers 
also a good example of Bonar's comment about Bonkers is obviously one of Banar's favourite 


i hägg añ at dx Ша ae le & uas lw " чүч it Dra Ge Ariens "ux A af 
pushing an idea as far as it'll go. ‘We just start tc words. it also fits Probe's original treatment of 


throw mad things at people,’ he enthuses. ‘Оп track Acclaim's Fantastic Four licence very well. Marvel 
'ere"s-a.corkscrew, om three there's a loop, insisted that all four superheroes be onscreen at 
{пеп on later tracks we ve got split loops and jump ice, so Probe opted for a side-scrolling be ern 


that take you on to anotner part or the track. You up. SO Tar, 50 Ordinary, but the results are so b 


Fast, slick and eminently playable, Extrem 
kind of headrush not yet seen on the Wee Os pie an idoa as 
far as it will go. There's no Lun like It on the Nintendo machine 





Probe is Wine to take the ретт shoot” ет ир Descent to Its ultimate. ond on, both graphically 


and in terms s of Y gameplay, with Forsaken, The coloured una. and gives the game a unique look 
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Extreme С promises to 
be the closest thing ta 
Wipeout on the N64, 

The unique ‘localised 

gravity' feature should 
ensure а suitably | 
bizarre race experience _ 


^n 





4 impressive that looks gs di vê been i nomént, with no otherCcars or pedestrians, but that 
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the movie, producer Pete Jones and his team 
decided to give t | опат City 





WOR, | 
PROGRESS 


Will Batman & Robin be just another shallow licence, 
or will Probe’s move to 3D give it the neccessary boost? 
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Darren Anderson worried when Konami's 
superlative J-League Perfect Striker appeared? 


Yeah, the men in the Konami game were really 


nicely modelled, he accepts. ‘They looked really 
good when yolzoomec_in. That was the most 
worrying thing. It made us kick our men out and 
Start again.” 

But for the Probe boys, J-League was not 
withoüt its faults. ‘Tao arcadey' seems to beithe 
major criticism, hence Ultra-Saccer's caretully 

formations and tactical 


approaches, Anderson has also aimed for simple 


ted wealth of 


‚01717015 — another gripe Probe had with J-League 
This game will help you out. When you're running 
at a player or something like that, a logical move on 
the joypad" will cause your player tae shimmy reund 
him, that sort of thing.’ 

The five titles seen by Edge in Croydon 
represent only a small sample ethe current 
development slate at tne prolific Probe. They're 

attractive games, certainly, but perhaps not 
particularly adventurous, ie Suggests... It (5 а 
very Market-driven DUSINESS, و‎ ў 
Bonar. ‘Sometimes you ll come across р 
you think are just absolutely brilliant, that you 
would probably love to play, that you think, "Well, 
maybe ten other people would like to play that too 
50, | have my Internet game with 11 people and 
nobody else will sell a single copy.’ 

Given the company's success, it's difficult to 
argue with the Probe philosophy, although 
‘philosophy’ is perhaps too high-falutin' a word for 
the зна Bonar to stomach. ‘Change is 
hard for many people to deal with, God, Im getting 


really fucking cerebral, Am | making any Е 
sense here or just talking pants?’ 








=a culptured Software made its name on the 
4: SNES with Super Star Wars, Super Empire 

E и? Strikes Back and Doom, After converting 
such best-sellers as Mortal Kombat, MK2 and WWF 
Wrestlemania for the company, the developer was 
unsurprisingly snappen up by the d creer: iu 
Acclaim in 1995. Based in Salt Lake City, Utah, 
first task as part a! the corporate nenemoth was to 
code the coin-op NEA Jam extreme (an Iguana title), 
which became an instant arcade hit 

since then, Sculptured has been working on its 
sports project, NAL Breakaway '98, an ice поскеу 
title тот the PlayStation, Saturn апо PC. Due for 
release in September, the game features ni-res, D3D 
graphics (on PC) and an Innovative physics model, 
dubbed the Momentum Based Checking System 
which takes into account the weight and speed of 
each player as they collide on the Ice. 

rhe company is also working On an as-yet- 
undisclosed N44 projecte Whether ewill be a 
sports title or a more origir nal project is unclear but 
Sculptured nit-machine sensiDIlides snould ensure 
that Acclaim’s accountants can more than 
justify the company's considerable investment E 
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EDGE такат 


LBA2: Twinsen s Odyssey 


— С aa > НЕГЕЕ = 





LBA2's peculiar hero, Twinsen, navigates a rope bridge (above), a task made easier for the 
player by the game's capacity to reframe the action at any point. Tweeness abounds (right) 
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OF vision, rrom its quasi-mytnical stonytini ina a pt which excels even the game s il 


Its use of realtime Gouraud-shaded 3D in an isomet: imbition, giving the player a thirst for exploration right 


platform environment, everything about the game was тот the off 
auirky, wild and shamelessly спан! 9010 the game Ti ero of i nce ae an 
paid the price f | nigue | age t | Kell king protagonist han 1l face and a 
story innovations were allied with overly frustrating single, Duncned twist of паг. As the game opens, the 
gameplay and a clumsy control system, and there was peace enioyed Dy Twinsen and his beloved 15 cut short 
little sense of pace. LBA was big on wonder but by a lightning storm, which injures his Dino Fly 
моет nort on MMN re ant ts the whole game in motion. The 
he segue рр | n thàt eta | { (пе i пасу in search of 
ny or the Orig | 5 1 \ | manag ati dragon-lik gast, Wwnicn men read 


fo rne recovery of 8 Stolen umbrella, the purchase or a 


terry ticket, and a discussion with a weather wizard 





| EE Li) } d I tu stand s | E! thouse in 
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rips into the Sand ewers and througn cave 
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The locations and characters go 
beyond simple Gallic charm, also 
tapping into the distorted worldview 


neatly integrate, it's тоге than enough to power the 


endearingly child-like story along. And with the various 





sland locations in the gameworld gradually opening 
, - 3 a a |] ai د‎ WI = EU VE ы E шше v DD IE 
often found in children's stories Жанира qum раалы Е See е 
етьемез up TOT EeXDIDTaün аз wie Story Dr'ORTeSSES 
that crucial sense of wonder is always maintained 
While the first title used a curious mix of isometrit 


Indoor locations use the isometric view of the 3D backdrops and small but detailed polygonal 
first LBA, thereby avoiding clipping problems 








characters, LBA2 opts mostly for а more flexible 
approach, reverting to the old formula only to depict 
indoor scenes. Once outside, the gameworld is 
rendered in realtime, enabling the artists to create far 
more varied terrain using polygon texture tiles rather 
than square Duilding Diocks. Not only has this 
technique obviously allowed Adeline to up the scale of 
the game, but it also lets the player track Twinsen's 
movements more accurately, Each background scene 
remains static, as in Ecstatica 2, for instance, but while 
that titie frequently left tne player struggling to control 
the action from awkward angles or ridiculous 
distances, here a simple Keypress re-renders the 
action from a closer, more advantageous viewpoint 
t’s a shame the idea wasn't extended further to allow 
for Tomb Raider-type tracking, and the visual style 
does Jar à little with those indoor scenes, bul it's a real 
step forward nonetheless 

inexplicably, Adeline has opted to retain the 
original title's control system, which 15 easily the 
weakest aspect of the design. Directing Twinsen using 
а rotational format is just about workable when 
exploring, but it makes the fighting scenes wholly ` 
unfair. The player's ability, as before, to select 
‘Normal’, ‘Sporty’, Aggressive and Cautious modes 
may well allow for greater control variation, but it's 
totally impractical to use when you're in a tight spot 
The trüe-3D viewpoint and more even-handed action 


[————À 





Publisher 


testiscreen 
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Despite the use of ed 3D 
polygons to draw the exterior sections 
of the gameworld, LBA2's visuals 


occasionally come close to those found 


in the prerendered Ecstatica titles 





Little Big Adventure 2 boasts an intriguingly mystical 


storyline and an she inb ien A 
bipedal elephants ru 


sequences prevent players from experiencing the 
same levels of frustration as first time around, but it’s 
still pretty annoying 

Which is a shame, because pretty much every 
other aspect of the presentation is top-notch, from the 
lush, location-sensitive soundtrack to the curious, 
keenly animated comic-book characters and their 
equally cartoonish моісомегѕ, And then there's the 
intriguingly mystical storyline and the impressively 
lavish gameworld, where bipedal elephants rub 
shoulders with talking cows and hidden locations are 
always around the corner 

Which ultimately means that 1842 manages to 
entertain almost in spite of itself, inspiring an urge to 
progress that's lacking in too many titles, it's the sort 
of game that will doubtless inspire genuine devotion 
among many adventure-hungry PC gamers, but it’s a 
shame that the many and varied puzzles aren't t 
the only challenge they face 


Edge rating: 
Seven out of ten 


Electronic Arts 


Pa 7777 oe | 


Release: Out now 


lavish gameworld, where 
shoulders with talking cows 





With a polygonal character, players 
are able to move in more than 
usual eight compass directions 
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Overblood .— 





The laboratory's many locations are diverse (main). The lead character possesses a level of 
detail higher than that of Lara Croft (left), and can perform a variety of useful functions (right) 





ith Tomb Raider and Resident Evil having 
already set benchmarks, any new adventure 
game for the PlayStation faces a monumental 
challenge in attempting to better (or at least equal) the 
juality of either title. And players eagerly awaiting the 
release of their sequels will have their patience 
thoroughly tested = the former will only be ready by 
the end of the year, while the latter now looks doubtful 
to appear before early 1998. Adventure fans will 
therefore have to look elsewhere in order to fill the void 
Overbiood, from Japanese developer Riverhillsoft, 
might just sit comfortably in that gap 

n it, the player wakes from cryogenic 





sleep in à 








The different areas, although in 
keeping with the = laborato 
setting, can often look rather blan 



















Along his journey to obtain the truth concerning his iden 
willing to offer a hand. Control between these can be s 





In order to break up the usual room searching 
rogues in these games (above), Overblood 
some new additions to the genre (top) 


laboratory without a single memory of his past, not 
even his пате. it Soon becomes apparent that his 
premature awakening is the resuit of a malfunction - 
the timer on his pod had originally been switched to a 
setting of ‘eternity’. As the temperature is below zero 
the first task consists of finding a way to keep warm 
before freezing to death. Once that's taken care of, it 
soon becomes clear all is not well; the surroundings 
appear to be deserted and to have suffered heavy 
structural damage. Some exploration to obtain some 
answers would appear to be in order 

In reality, the simplicity of the plot ts such that 
most players should work it out in the first 30 seconds 
yet Overbiood remains a compelling experience 
/isually, the game resembles Fade to Black, with its 
rey corridors and futuristic lab look, but generally the 
a 


V 
a 
5 
g 
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, the player will encounter companions 
- cdd when tackling certain obstacles 





Although hand-to-hand combat is possible, characters can collect a gun (left) which 
can be used to great effect against the game's few - but ferocious - villains (centre) 





the choice of three different views 


dent Evil-style filmic perspective 


first-person 


- and unlike the latter's precalculated locales, the 
action takes place in a true 3D environment 

Overblood also differs from previous efforts by 
offering more than one character to control. Early in 
the game, for example, a small robot is found which 
will follow the main character. Switching between the 
two makes it possible to solve puzzles or overcome 
obstacles. The puzzles themselves are fairly standard 
examples of the type found in these games, but at 
least the clues concerning the use of newly found 
objects are not patronising, occasionally requiring 
players to make use of their grey matter 

Where the game does succeed is in setting the 
right atmosphere in a game that relies more on 
exploration and puzzle-solving than all-out action 
New plot twists are taken care of with the use of 
prerendered sequences, but these cut їп without 
disturbing the game's flow. Also, the acting quality of 
the game's characters is thankfully above average. The 





will have to use their heads when faced 
obstacles in order to continue their quest 





f Format: PlayStation | 


Developer Riverhillsoft 






Publisher 


music, Meanwhile, 15 equally appropriate ennancing 
the tension without ever becoming obtrusive 

Sadly, though, Overbiood' s contro! method is 
disappointing — the main character is poorly animated, 
but more importantly manoeuvring him is awkward, 
making the negotiation of trickier sections a sometimes 
frustrating experience. Jumping across gaps can be 
particularty difficult = it's certainly not as intuitive as in 
Tomb Raider – and energy |S lost during fight 
sequences due to the sluggish respons 

Although Overblood mostly follows previous titles 
in terms of gameplay, Riverhillsoft has added a couple 
of new twists to the old formula to retain the player's 


interest, most notably an “Akira -style water-sklmmer 


en 


section, Unfortunately, there aren't enough of these 

twists to mark the game out as a revolutionary step 
Despite its flaws, Overblood is an enjoyable 

adventure that should keep 3D adventure enthusiasts 


quite happily occupied until the follow-ups to E 


Resident Ем and Tomo Raider arrive 






Edge rating: 
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Occasionally, searching cig require 


visiting unexpected areas of the lab 


Air ducts prove extremeh useful, allowing the player to crawl along to different sections of 


the game's setting, as 


EA/High Score Entertainment 


| as further enhancing the sense of realism and general atmosphere 
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V-Rally inco 





rates some of the world's more famous ral 
layer different surfaces to race on. Particular attention must be 


г 


events and as such offers the 
id to the setting up of cars 


n order to ensure keeping up with the computer-controlled cars is at least an option 








The game offers the usual option of 
in-car and chase-cam views and 
both prove supremely playable 





models from Peugeot 


gear ratos and веагрох, can D 


particular stage and the player s individual driving 


Zealand, and several European settings, ea 


if different courses from the various locations around 


ў ар Fon, > " imd 
Gee кассе nas aways Deen pitteg 
&e*5arums Sega Rally, the 
nr Е „л tà | Ve A msn ent al 
lesnare nrerrraen t üst Amn ГПА 
- d LL 
) c3 * Ё z 
+ 1 eT | ji. E y pe JL d 
rather than tne eon паг tively mil 
bg м, лү с r үн n pn d aes oy 
erefore commercial gamble = that 


HOWeEVET, Seza Rall proved there 
nad throwing а car sideways around 


255 snould Nave more than 


- 4 = OA کے‎ — YU а, p, ке - = 
anced The BOOKS. KESISINE Ne potenta in such а 
title, Lyon-based Infogrames is intent on changing thi 


current state of affairs бу being the first off tne grid 


Dper ге ig e LB TOT 5C ас 

Even pef ro ric pame ha be gu 3 Maa [zi і 

в Pc fara +t Laren SFE Vi ee = 
|! ILE е Haver. CVE Cars аге d¥dliadie 


тоеп, Nissan and Skoda, to 


top-of-the-range examples such as the Subaru 


npreza = the car currently driven by 1995 world rally 
nh TM 1111 М чаре (and Dest iet alone unt 
ade jte ехре е В | acg j 
ars, including steering Dalan 
5 





етн | b rns mune mmiirime "Te 
lu alc y t ILI. FAIT E СОНОТ КЕ, t BIT 


effectiveness shouid try using asphalt tyres and a паго 


In terms of facil E. three modes exisi 
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compoprising three Stages. arcade mode oers a mixture 


a E ы 2 WE 








the world and forces the player to reach time gates 
before the seconds run out; and time trial includes a 


Mario Kart-like ‘ghost’ mode enabling players to race 
against their best lap 


rhe tracks themselves offer a variety of dirt 


5 ava y П 
grave , Snow, and tarmac surfaces for the player to 


tackle as well as different weather conditions that 
make staying on course an arduous tasx 

Indeed, the first thing players will notice Is the fact 
y lacks the immediacy of other racing 


=; 
of the time will 





be spent hitting barriers or trees lining the road, 


suffering monumental crashes, and ending up facing 


the wrong way TO lowing over-ambitious power slides 





However, with a little practice, progress is quickly 
achieved to the point where wide, open corners are 
а Em m 1 Tl Fa psa “aT а + атар а= гат. * are a = |! m 
taken WHEN тле car arirting соппоепиу Sideways 


c tlile ue Ё 22 Fish ue Lem ds | 
Hut t 3d n EASY Sunday GH IYE. J 151 ІАЕ tne [eI 


thing, constant steering correction is required, wit! 


чег? 39 9? 
ЕТЖ, „Ж, БЕРЫ 
ap I 





As well as having a co-driver, on-screen arrows 
further warn the player of bends lying ahead 
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twoplayer option only suffers a 
slight loss of graphical detail yet no 
discernable slowdown is evident 





The lighting effect used during night stages is particularly impressive in the way it resembles real night 
time rally driving. Certain sections, such as tunnels, make for a claustrophobic experience (above right) 


Isasti orners Nave to De take care. lining uf ng to the co-driver 5 seamiess strea 

tha car corecty in advance ann ring the nent mei rtinns coOncemine the road ahead 

I Lar cOrTectiy In agdvarice апо Walk Bri ГЕ 3 СОПСЕ IE Jad diledt 

Dalance ûf гое and Braces, With tignier curve EQuall impressive 15 V-Kally s attention to deta 


Ming on delicate use of the handbrake Each car [5 Deautifully and accurately textured 


iJ 
Forty-five individua! tracks appear in totai, anc reaturing the livery or their reai counterparts, Names 
these аге not merely diferent COMBINATIONS o1 jurst out of exhausts апег each gear change; and the 


weather effects and lighting conditions as was utses are representative of their real life setting 


пау feared. The courses, which alternate However, crashes, aifhougn spectacular 
Detween Circuits requiring several iaps апо OMNES sionally give the Impression that cars are Made от 
lopting the proper rally start ры: proa | ) W ecause of th 1y thes ince arounc 
liffer gepenaing bn me mode OF olay jnrealisticallv. Pap-up 15 also present. Dut this I5 
n We Ra F EACE | „=й т]. r real = [ 1 COLHE eri u i 
sensation of skidding and the cars handling is tages. Of more concern are the white break-up line: 
onveyed admirably as is the sense of speed. ine ssociated with PlayStation games, evident here wher 
French Alps sections, for example, demand absolute Tie player uses ШЕ Ir view Guring the night stages 


concentration as the player negotiates a relentless These are minor quibbles, though. The variety of 
ourses and the complex nature of its driving engine 
поша see players occupied for a long time before 


wwo 44 TF ichieving mastery of V-Ray, while finding it a ven 


we 0!) IF 44 y 
rewarding experience. And there's always the split- 
screen rwoplayer option — particularly enjoyable if 

nencegd piayers engage in a duel = wnicn sees 
ttle loss of speed or graphical detail 


T 


The PlayStation driving game market is ar 
overcrowded one, but Dy adopting a feel which 15 а 
marked shitt from standard bearers such as Rage 
Racer, Inrogrames has succeeded in producing a game 


which complements other examples 


т 1 га - ==. - ia E Г E x Em 
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This is a brave game, men, whose enceavours то 
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Although impressive, the cars sometimes bounce Edge rating: 


around unrealistically as if they were weightless = Eight out of ten 





V-Rally is compatible with Sony's 
Format PlayStation | Publisher Ocean new joypad to offer analogue control 
Lu y meni — over both steering and acceleration 





Developer Infogrames | Price: £50 
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The crowded scenery in Runabout 
vides the perfect stage for some "EE. an 
zied motor vehicle uction t, +O кз еа ( 





ne morally questionable smasn ет up COMIN cing y - its graphics are rough in places, with 
irrving game nas become а popular 5и0- crude 2D pedestrians hopping away from the player's 
genre in recent months. SCi started the һа! car with no animation and no real sign of distress; 
rolling (over pedestrians and passers by, às It happens) textures warping all over tne place; and polygons 
with Carmageddon, DMA is putting the finishing grating against each other like the two opposing plates 
touches to its crime fest, Grand Theft Auto, and of the San Andreas faultline. At times Runabout has 
sandwiched in between 15 this manic yet simply the appearance of a first-generation 32bit product 
plotted offering from Climax But beneath this occasionally shabby exterior is a 
Choose a car, select a course, drive from one end game which combines humour with surprisingly varied 
to the other, collect a few objects along the way, and and fast-paced action. The first circuit (‘Down Town"), 
damage surroundings = that's pretty much it. But then for example, starts off with a labyrinthine Chinatown, 
that s pretty much all it takes to make this à where roadblocks, pedestrians and other traffic swarm 
bewtlderingly addictive experience the narrow streets - Streets that are flanked on each 
On the face of it, Runabout shouldn't work side Dy huge tenement buildings, leaving little room 


Ж и) 0 
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Although the visuals are a little „мй around the edges, there is plenty of scenic depth and d diversity ‘Metro Town’ (left), for example, creates a chic 
Parisiénne atmosphere with outdoor cafés, canals and historic architecture, whereas ‘Sea Side’ ља is all beaches, huts and blood-red skyscapes 





for error. This is a great place for practising 
extravagant handbrake turns and smasning through 
rs to find the quickest routes to the end of the 

i be mastered for success in 
the remainder of the game. It is also here that the 

layer realises anything goes - shopping arcades can 
be smashed through as short cuts, while pedestrians 
and other vehicles are merely annoying distractions. 

The brilliance of the vehicle handling 15 also 

mmediately obvious. Combining realistic sensitivity 
with the overblown physics of '70s car chase movies, 
the designers паме cr eated a arving model which 
would have Jeremy Clarkson spewing sexist driving 
алма at ап alarming rate 


r vehicle is chosen (from а total of 22 - 


a! idum 


level - essential Skills tc 


мислете 
12 of which are initially hidden = each with their own 
handling characteristics апа body strengths), the 
player can swing round corners, SWOOP across roads 
and scrape with foolhardy abandon 
Amazingly, the experience always feels strangely 
realistic - even when cars smash headlong into а 
truck, crunch back through the air and then skid to a 
halt allowing the player ta burn aff again. Here, 
speeding towards 2 9uilding at 150mpn only to jam on 
the handbrake апо skid grace! ully away offers a 
ething that is 


against Darrie 


remarkable adrenaline rusn, som 
e game's ассо rage suri 
band soundtrack razzing away in the background 

Ihe varied tracks certainly test this cocky, exciting 
handling to the full. After Chinatown, ‘Down Town’ 
opens up into а lush cliffside hignway before sending 
the player hurtling through the grounds of a mansion 
and then, most extravagantly, straight througn the 


french 


ni 5 nter ieg Dy f 1 


mplished ga 


out the other side to rejoin the highway - a brilliant 
moment of Bodie and Doyle-style destruction which 
epitomises the designers determination to surprise 
the player. importantly, the player nas to reach tne 
end of each level within a tight time limit, so tne 
gung-ho driving that the track design encourages is 
actually a prerequisite in completing the task. 

Once the player Is this deep into the game, the 
visual hiccups become less noticeable. Instead the 
vehicle handling and the well-designed and diverse 
scenery begin to impress — as do tne amazing 
explosion effects which leave vehicles in rapidly 
deteriorating states of repair 

The later two courses are more ої the same with а 
few of their own twists and turns thrown in, In "Sea 


Side’, the player has to race along an ocean motorway, 





Runabout offers a simple test course initia 
players a chance to hone their — skills 





Format PlayStation 
Climax 


Developer 


windows of a hotel, through its lounge and then 


Price: 5,800 (£30) | 
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Short cuts litter each Runabout track. “беа Side', 
, offers this hidden beach run n" 
oroughly daunting bridge jump (right) 


for exa 
and the f 





continually checking the т st route. Here 
the aim isn't to pick up objects spread abc iut the map 
as it is in ‘Down Town; instead, t! e poyer nasto 
ocate a limo and ram it into submission Deor racing 
to the end of the course. There are some great set 
pieces along the way, including tunnels crowded with 
29 toll gates blocked by Doll ce cars, a beach short 
, and, best of all, a partially open bridge which can 
bh 


тар for tne b 


res Over to save time (ап edibly risky 
EEL: but a very satistyin е9 we if 5 
pulléd off) 

Metro City’, the last oT the circuits, I5 niim the 
best of the bunch, though. Designed with a Parisienne 
theme, it features canals, cafés and ornate buildings 
to avoid as well as a devilishly-difficult-to-navigate 
conclusion centring around tne medieval walled 
section of the city. 

The continual pressure of the ticking Clock, 
veigned out against the desire to smash up as much 
as possible and collect all the required objects, makes 
this an incredibly entertaining and tactically contrasting 
alternative to standard circuit-based racing games. 
Although there are only three real tracks, there are lots 
of short cuts to discover, and the temptation to beat 
previous speeds and feats of destruction is strong. On 
top of that, the hidden vehicles, including a tank, 
stretch limo and F1 racing car, ensure that the 
completist |5 sure to spend extra hours with the game 

Nowadays, console owners are constantly calling 
out for titles with originality, and Runabout 15 certainly 
a reply to this mantra. it'll be a short ride - especially 
tor those not interested In beating past Scores or 
uncovering secrets — but certainly an intense, 


enjoyable and surprising one. Few flashy arcade E 
conversions can boast the same E 


Edge rating: " 
Seven out of ten 


Publisher Yanoman Games 


Release: Out now (Japan) 








"Down Town' (top), '5ea Side' 
(middle) and ‘Metro City’ (bottom) 
are varied arenas for the action 
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t's been а time of darkness, for RPG fans. But 'hcking between characters you can access their 

while the translation of FFVi is awaited with ndividual equipment to solve minor puzzles — using а 

Slightly тоге anticipation than the second grappiing hook to cross chas sms, Tor instance, or 
coming, Sony looks set to usages that audience In planting bombs to blast weak walls. Switching back 


the interim with the totally surprising Wild Arms and forth is a minor nuisance, and none of the Dock- 


û 


strip away the 3D бане scenes and ү could shifters are taxing enough to halt you in your steps, 


easily fool yourseit into think ng that its summer 1995 but it really does beat crawling round tne traditional 


- سم‎ pm P = " j m dium a P P iv r d © | BF arri 
апп you ri ying the latest Square 'slation on aze tor hours on епо 
TTL TT. A mr АГ A $ ғ , = жүүт = ja се aa mu A P mm are ar a ta GASES i 
yOur рогі 3E». А DIZarre с pliment in itself, Dut rangom monster encounters Marke а temporary 


here's the twist: because the Tébit scene died shift to 3D, with polygonal creatures featuring in brie 
E 


wernight, and because the PlayStation's handful of Dut expressive animations. As the Darty comes 
RPG offerings to date has been $0 uninspired, this together and the monsters get increasingly nasty 


AF, 


S2bit ‘revisit’ is sufficiently attractive to make Wiig whiat at first appears to be the weakest section of the 

Arms an enormous sensation game siowly develops into the one providing the 
Media Vision s designers are oOVIOUSIY big fans of biggest this. The spells EDIE pyrotecnnic, the 

square, ate hare may even be professional eatur es grow more grotesque, and if the dynamic 





connections. Wild Arms doesn't just pay homage; in camera view can lose its target occasionally, you'll still 
some areas, the wholesale snaffling of features steps see many random moments of cinematic brilliance 
a little too far over the line to be considered merely Despite the need to serve two different roles, the 
cheeky. However, it’s hard to imagine many players pad interface is exemplary, When in doubt, you ca 
feeling cheated on Square's behalf as they recog without fail, press the universal 'Help' button for a 
and replay the stalls of Chrono Trigger's Мі brief description of whatever item or command 





Fair, or fight in a version of FEW's Colosseu currently highlighted = particularly useful Іп а game 


they can actually call the shots. And in any case which allows you to invent spell names and customise 


As is to be expected from a game of 
its nature, the use of magic is 








i асы uestions of Originality are dirmicuit to apply ina your own UDG icons. This wealth of options even 
| essential in conquering Wild Arms ч S rant) | se Jpuoris 6v 
tormulaic category where Laputan sky realms and the extends to a built-in screensaver with adjustable timer 
discovery of ancient technologies seem mandatory а luxury in console terms 
There are just three play астег5, acung The only area where you might sense an absence 
помюџапу ог as a party Dt dictates. Zack of flair is the scripting. The story is agreeable enough 
; а cross between FIS yan, and his 
many sword techniques include tne ability to stea 











from monsters. Cecilia is the magic-user/priest, а 


princess around whom the Story revolves, Anda then 
V d v3 Less е т ат 1 LÀ pir rm S Ate, è mm! 
there s Rudy Roughknight, whose innate skill with 


revolvers and rocket launchers gives the game its title 
he reason for this small roster is а strongly 
interactive environment tnat p pas more пке an action 


RPG than tne usual turn-based dun geor basn. By 


Combat sections are where Wild Arms 
begins to exploit the power of the format, 
with translucent lighting effects coming 
into play to make this a striking game. 
The actual combat gameplay isn't as wholly 
convincing, though - the auto battle option 
being best left ignored, for example 
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When the party is split up, it's possible to keep track af 
other members via a novel 'picture-in-picture' window 


in its familiarity, it Dut lacks the emotióona: string- 
5 


There's по lack of melodrama, and the sweeping Despite the game's 32bit nature, Wild Arms’ 
Aorricone-inspired soundtrack accompanies countiess main sections rarely look much better than FFIII 
tragic deaths, but а romantic encounter or narrative = = - 
flashback |5 more often an excuse for the character to 
discover а new fighting technique than a means of action sections can t possibly compete with Zelda, 
involving you in their quest for personal happiness while the turn-based battles suffer from a limited 
Although the appeal must be a mystery to some bestiary and a small, fixed party. True enough, but 
fans of turn-based combat will be pleased to see а both aspects are so slickly executed and thougnttully 
decent depth to the skirmishes. Basic armour and integrated into the whole experience that there's 





Weapons have no intrinsic powers, Dut Dy WIE ding ari never 5 ngle moment от boredom In wnicn то 

tem in the left hand YOU сап give your attacks ar consider such flaws: Ths (5 à game designed Dy 

elemental modifier or gain protection from afflictions people who know and love their console roleplaying - 

ike Poison. With each turn, your Force Bar fills quality that will be best confirmed by its imminent 
ccess. Quite simply, the finest translated RPG for the 


accessing further character abilities There are also 
H 
LI 


the Guardian Runes, which boost certain attributes '"laysStation to date 
and can summon deities. Although the battie system Until, well, you know what. Probably 


FFIN, it easily surpasses the current competition Edge rating: 

The sole disappointment for many will be a 
Daffiingly low difficulty gradient. Until the arrival of 
monsters with higher magic, it’s only the frequent 
boss conflicts that present any real threat. Even then, 
t can seem that your enemies lack the Inteligence ог 
tactics to exploit the powers at their disposal. The 
comprehensive auto-Dattle feature is an insult to the 
experienced player and should never be used, 

in theory, Wild Arms ought to fall with а bump 
between two stools. Sceptics would argue that the 





Like so many 8bit Japanese RPGs before it, Wild 
Arms presents many scenario-setting flashbacks 








Developer Media Vision ice: S45 (£30) Release Out now (US) 


Format PlayStation — Publisher. Sony Computer Entertainment America 
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Each side has its own interface - the 
aliens’ is suitably 
but it's harder to | 
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onquest Earth 





uest Earth's appeal. Fortunately 
| great ideas and neat touches 


ommand & Conquer has a lot to answer їог 
It wasn't the first realtime strategy game, and 
in several respects it wasn't the best, either 
But it was certainly the one that proved just how 
popular this style of game could be. In much the same 


way that a hit movie spawns half a dozen imitators, 


Céc has given rise to a steady stream of similar 
games, all promising to be bigger, better and more 
fun. Few of them ever are, of course, Dut there is the 


odd exception - and Conquest Earth is one of them 


The plot has the Earth being invaded (yet enis by 


nasty aien open: bent on destruction This t time they're 


from Jupiter and boast biotechnical weapons and 
equipment that i H Р Geiger would be proud of 


You can elect to play either side, selecting either a 
straight campaign of over 30 consecutive missions or 
a slightly more advanced strategic mode in which you 
have greater control over the state af the war itself 
Up to eight people with suitably connected PCs can 
also blast each other in the multiplayer option 

One of the things that makes Conquest Earth stand 
Out i5 its excellent graphical content. The various units 
and buildings are lovingly detailed and smoothly 
animated, there are wonderful explosions and other 
effects, and the whole shooting match is presented in 
64,000 colours and framed by a very pretty interface 
The backgrounds, thougn, are the most impressive 
aspect. Provided you have at least 24Mb of RAM, each 
theatre of war is represented by a single bitmap of 
ncredible detail. As the battle proceeds, tyre tracks 
Gave their impact on the landscape, burnt-out husks 
of destroyed vehicles become strewn everywhere, and 
the bodies of the slain begin to mount up 

Gameplay is equally impressive, partly because 
Conquest Earth is faster-paced than many of its rivals, 
with some levels more akin to Sensible Software's 
Cannon Fodder than C&C - rarely are you left 
watching things being built for long. And instead of the 
rather simple 'click to attack, leave 'em standing to 
defend' mechanics of other realtime games, Conquest 
Earth offers several different options for your troops - 
and three defensive postures, 
| for editis scenarios. YOU can 

ап indryidual unit at any 
attac kig with the cursor keys 
SpacebDar = just the e thing tor mounting daring 
commando raids 

Conquest Earth is one of the few realtime strategy 
titles that tries to improve upon its inspiration rather 
than simply copy it. If anyone still needs convincing 
that examples of the genre aren't automatically dull to 
look at and boring to play, a few minutes experience 
5! this should be enough to persuade them otherwise, 


while the plethora of great ideas and cunningly 
Edge rating: 


designed levels will Keep even the most 
Eight out of ten 


three attack strategies 
epar rh oi WIEN 5 usefu 
also take direct control 


time, moving and nd 
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dedicated player happy for weeks 
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Format: PC 


Data Design 


Developer 


— ees - they must be backed with vehicles and 


r own are capable of causing serious carnage 


Publisher: Eidos | 
Price: £40 








Namco has upped the detail count for this sequel, 
offering a wealth of extra background features 







| he original Ace Combat suffered from being 
| | а shallow, short term experience more 


suited to an arcade (пап a console. This 
sequel, while still firmly caught in its predecessor's jet 
stream, manages to include a few new features. 

As in the original, Ace Combat 2 offers 20 missions 
involving engaging enemy fighter jets and transport 
planes, or destroying ground targets such as missile 
launchers, buildings, or ships in a harbour. Each 
successfully completed sortie earns the player money 
which can be used to buy better planes or to hire the 
help of wingmen for some of the harder levels 

Occasionally, the player is given the choice of two 
battles to undertake Dut this does little to disguise the 
game's limited gameplay - the player simply flies 





Namco's polygon routines make generating 
complex ente regions straightforward 


Publisher: Namco | 


е: ¥5,800 (£30) 
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Ace Combat 2 





Players are now called upon to land their 
aircraft on certain missions. This addition 
bolsters gameplay only mildly, however 


around engaging afterburners to catch up with enemy 
targets before releasing a couple of missiles. To its 
credit, Namco has tried to break up the monotony by 
including Canyon levels, and short stages requiring the 
player to land the plane safely after a mission 

In addition to these new inclusions, Ace Combat 2 
also boasts better graphics than its predecessor, with 
a higher level of background detail visible, as well as a 
higher number of buildings present during town 
sections. The planes now look better too, adopting 
more realistic livery this time out 

Sadly, the same cannot be said of the control of 
the aircraft which remains sluggish. Turns take ages to 
perform ~ a fault present even in the top of the range 
models, while the twoplayer mode has been dropped 

Because of its familiar nature, Ace Combat 2 has 
little more to offer owners of the original. Furthermore, 
the repetitive nature of its gameplay will prevent it 
grabbing the attention of a wider audience looking for 
any form of long-term challenge 

Typical Namco gloss, then, but ultimately a L2 
disappointingly shallow experience | 

of ten 


Edge rating: 
Six out 


Release: Out now Uapan) 
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Cutting-edge technology abounds їп two new releases in the arcade scene. 
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adheres to the movie's plot to some 





obviously used artistic сепсе to make this ү action-packed 





пега can be few better ways of 
епешппр qut itii eau 

employing 4 vuedi-kmowrn genre, à 
huge film licence and a state-of-the-art 
board in one package — which is Exactly 
what has happened here 

The Lost Work: Jurassic Park i$ Virtua 
Copse Soot “em + = rE first shoot "en 
up, in fact, (0 use Sega s Model 3 board AS 
in House Of the Dead, the game employs a 
mul[i-scenario system which alters the 
player's course if particular actions are 
performed. For now, only five stages have 
been announced three on the island and 
ми) in à laboratory), Dut more are expected 
The pame аіѕо includes extra points for 
accurate shooting, a feature taken from 
CON апа one WHC pointe toward: a mare 
COMpPIEX and 1055 aia RI Ea ZEE 

With 3D Surround Sound and à complex 
twoplayer made, thes package tooks hietily 
promising. IS incredible visuals are 50 
wii ces lc apres (he dinosaurs 
UAE LT as realise as they 
appear in the film. Scary stuff. E 






































































This near-photorealistic render from digital 
artist Steve Stone 15 from Zero, a pen-and- 
paper RPG with unusual origins. Rather than 
writing the game and commissioning the art. 
developer Arkangel Entertainment has based 
the entire game on Stone's distinctive 
artwork - a practice common enough in 
Japan (where manga characters and art are 
forever spawning videogames), but 
extremely rare іп the west. Stone's imag 
has been compared favourably to that of 
‘Alien’ Geiger, with its darkly fetishistic 
themes and visceral forms. 
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These beautifully 
innocent-looking images 
are taken from Adeline's 
forthcoming Little Big 
Adventure 2, the sequel 
to the acclaimed PC title 
from 1995. Their look was 
intended to reconcile the 
cut-sequences with the 
in-game action, as art 
director Didier Chanfray 
explains: ‘All of the 
rendered work maintains 
the graphic look of the 
game, which is why we 
chose to keep the style 
as simple and cartoon- 
like as possible. | 
encourage the graphic 
artists to go further with 
it than with the in-game 
graphics because it 
allows us to reinforce 
certain visuals that 
wouldn't be possible to 
do in real time. LBA2 is a 
very colourful game, and 
I think the rendered 
work reflects this.’ 





























Destination Design is in the final stages of development of its enigmatic and 
visually stunning 3D title, Queen: The Eye. As the title suggests, the game will 
take its visual and musical cues from the band's albums and numerous 
videos. The results are some of the most detailed environments yet seen in a 
videogame. Artist Cari Wenczek believes that the uniquely broad vision of the 
band gives the game a distinctive look: ‘With their videos, Queen created 
images and visions that ranged from parody, through opera, to science 
fiction. It was important, therefore, that the art of the game reflected this 
eclecticism; the backdrops are littered with objects from the past and from a 
dystopian future. That allowed us to break free of the traditional “shiny” 
computer graphics so common to computer games and create environments 
that were old and worn, as the past mingles with the future. 

‘From a personal point of view, having had architectural training and а 
love of travel, Queen: The Eye has provided me with the perfect platform to 
combine the arts and architectures of many different cultures. The Islamic 
library in the game is something I've always wanted to build, but that | never 
would have been able to do as a regular architect.’ 
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PC title Alien Earth, the pseudo-sequel to 
Melbourne House's seminal SNES action-RPG 
Shadowrun, sees the Australian developer 
creating some incredibly atmospheric 
character and spacecraft designs which 
endeavour to break out of the ai agonisingly 
clichéd cyberpunk mould. The texture work on 
the characters’ clothing is especially effective. 


Ch it Ter {ГГ du Апа imi Ryan Weng JE Siuro vd; spacscratiicene by Chm 
[юге usng Dghtwave wi, Û 
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е Fury, The entie crew of the Enterprise nave Dessen rendered to an | 
equally detailed EVE ano anmatecd ro provide The most ream 
Characters yet seen in a videoeame. Edge Lakes 8 closer ok at etti 
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Edge's Gallery section is opening its doors to industry veterans and novices alike this month. All artists have to do in order to get their rendered art featured in 
this magazine is to. come up with an innovative design worthy of Edge's distinctive inicovers. The more original the artwork, the more likely it is to appear here. 


This image was sent in by Edge 
reader Chris Banks, of Grimsby, 
and shows an excellent grasp of 
ubiquitous PC rendering 
package, 3D Studio Max. 

Artists looking to show off 
their talents in these pages 
should send their submissions 
(on non-returnable Mac- or PC- 
compatible compact or floppy 
disk) to: Incovers, Edge, 30 
Monmouth Street, Bath, BANES, 
ВА1 2BW. 

All artists who succeed in 
getting their work printed in 
Edge will receive a year's free 
subscription to the magazine. 
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а few times will already be well aware, once upon a 
time, score was everthing, Whether it was Space 
Invaders or Pac-Man of Asteroids, the measure of a player's 
ability was the amount of points sitting at the top of the screen, 
not which point they had reached in the game (a stark contrast 
to the way modem-day classics such as Tomb Raider, for 


A s anyone who has been around the videogaming block 


example, are treated) 


though Tehkan's Bomb Jack was more graphically potent 
that the aforementoned vintage coin-ops, rt nevertheless 
begged those who played it to push themselves to snatching 
first place on its high-score table, such was the way its points 


structure worked. 


The game consisted of only a handful of backdrops, over 
which were laid а vanety of foreground platiorm structures. As 
the purpasetully cheesy looking superhero Bomb Jack, the 
player was charged with the task of sweeping each screen free 
of bombs while avoiding the deadly intentions of swanns of 
metallic foes. tt wasn't just a question of collecting the bombs 
haphazardly, though — the first bomb collected would set olf a 


Retroview 


| 
I 


chain reaction, and the player could collect bonus pants if he 
collected them in the order that they fizzled. Collecting 21 (ot a 
possible 24) or above fizzlers resulted in a bonus award of 


10,000 upwards. 


The opponents’ dogged nature, coupled with simple and 
responsive contrals and banus icons which allowed players to 
ttim the tables on the enemy, made Bomb Jack oneal most 
entertaining coin-ops to come out ol the mid-BDs. 

In style terms, it serves to prove that anginality bred 
enjoyment in those days as much as it does today. 


| Manufacturer: ТеһКап 1984 


s the arcade emulation 

A scene expands beyond all 

ad expectations, one man 
stands clear at the surnmit. Nicola 
Salmona’s MAME (Multi Arcade 
Machine Emulator) is the stuff of 
dreams for retro fans, a free 
emulator that runs more than 100 
arcade games from their orginal 
code, dumped straight from the 
coin-op ROM boards. 

Almost all the games run 
perfectly at their exact original 
speed on a super-humble 
486/66, and the majority have 
sound, using sarnples in a couple 
of cases where the custom sound 
boards of some games can't be 
emulated properly. 

All the coin-op dipswitches and 








operator settings are available at 
the touch of a key, and joysticks 
are supported with up to four 
buttons (which is invaluable in the 
case of games like Crazy Climber 
and Vanguard where multi- 
directional "fire" Is required). 

With over 100 games 
emulated it's difficult to pick out 
particular points of interest (see 
list, nght, for your own favourites), 
but one of the most exciting 
features of MAME is the 
resurrection of games lost to the 
gaming public at large, like the 
extremely rare Donkey Kong 3 
(previously only ever seen by 
Japanese NES owners). 

Chances are, though, that if 
you ever entered an arcade 
between 1978 and 1986, there's 
something here to bnng a smile to 
your face. And as most of the 
games are too aged and/or 
obscure to be ripe for official 
emulation packages, it's the only 


Lomb Jack 








way for most of them to avoid 
being lost forever. 

The PC-based emulator 15 
written in C with source code 
freely available, so it’s ported to 
other formats (Mac, Unix and even 
Amiga) within a day or two of a 
new PC version being released (a 
fairly regular occurrence). 

Nicola has recently been 
forced to join the Italian army far 
ten months of National Service, 
but has left the emulator in the 
hands of a colleague, so 
development should continue. 

As Edge went to press the 
latest version was 0.22, but you 
can keep up to date with the 
frequent revisions by checking out 
the following websites: 

Dave's Video Game Classics: 
http://www.gamepen.com/ 
gamewire/classic/classic html 
Atmospherical Heights: 
http://www xsAall.nl/ te 
~ delite/ | 


Fetroview 

















































1661 Aine oulzesew зоа 


MAME games 


Amida 
Arabian 
Atlantis 
Bagman 
Bomb Jack 


Burger Time 








Camival 

Crazy Climber 
Centipede 
Commando 








Congo Bonga 
Crush Roller 
Destination Earth 
Diamond Run 
Donkey Kong 
Donkey Kong J 
Donkey Kong 3 
Кем Action 
roger 

m 
Саип 
aly Wars 
Ghosts ‘n Goblins 


Green Reri 





Gyruts 

lump Bug 
їн ше Ниг! 
linge King 
Капан 
krul 

Lady Bug 
Lunar Rescue 
Mad Planets 
Mano [иг 
Millipede 
Moon Cresta | 
Mioun Саг — 
Moon Patrol 
Mouse Trap 

Mr, l nl 

Ms Pac-Man 
Nubbler 

Pac-Man 

Penga 

Peppe (1 
Phoenix 

Piranha 

Pic “а, 

heads 

Pacar 

Popeye 

O'Ben 

Ralhy-X 

Rush'n Antack 


Бија 


Super Cobra 


Scramble 
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Space Invaders 
Spec? inyadem Pr I 
Space Panic 
Super Pac-Man 
Ihe End 

Time Pilot. 
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Vanguard 
Venture 

Vulgus 

War ot the Bugs 
Warp Warp 
Wizard] of Wor 


Zaxxot 
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DEVELOP 


VIDEOGAME CREATION UNDER THE MICROSCOPE 


DIRECTX 5.0 
COMPONENTS 
Direct3D 

As explained in E40 (p42), this set 
of software routines is designed 
to help dewelopers get the best 
3D performance from the PC. 
They Inctude support for fat- and 
Gouraud-shading, texture 
bi/trilinear texture filtering. 
Direct3D games also work with 
3D accelerator cards. 
DirectDraw 
"Provides access to the memory 
on the PC's video card, allowing 
the programmer to set up buffers 
for graphics to be displayed and 
візо to use М es memory for the 
storage of texture maps,’ 
expleins RAD director Chris 
DirectSound 
Provides an interface enabling 
programmers to add sound to 
thelr games regardiess of the 
soundcard the player has in his 
support the specific features of 
different cartis. 

Directinput 

Makes It casier for programmers 
to support ай the Input devices 
avaiable to players, such as flight 
DirectX 5.0 adds support for 
DirectMedia 
DirectMedia is a whole new layer 
of APIs designed to work above 
the other aspects of DirectX. It is 
essentially aimed at designers of 
multimedia products and includes 
various features which help 
programmers integrate and 
stream video, audio, 3D 
animation and various other 
media sources. М also contains 
Microsoft's Active Platform - a 
product designed to aid іп the 
construction of Web pages and 
other internet content. 


Direct X-plained 


icrosoft's DirectX set of APIs was first announced at 

the Computer Games Developers Conference in 

1995 and has since become a major element in 
the PC's growing status as a games machine. The main goal 
of the systern was pretty straightforward: to promote garnes 
development for the Windows environment by making the 
process as simple as possible, without compromising the 
benefits of communicating directly with the hardware (via 
MS-DOS). Over the last two years, the initiative has been 
adopted by almost every major developer. As a consequence, 
Microsoft has now released a beta version of DirectX 5.0 
which revamps the APIs in a number of key areas. 

Of greatest interest to developers, perhaps, will be the 
amendments made to Dired3D's ‘Immediate’ mode — a 
comparatively low-level programming interface which allows 
programmers to, say, throw planes and shapes at D3D rather. 
than fully formed polygons, grving them more control over 
the hardware. Here Microsoft has implemented a new API 
called DrawPnmitve, which, according to Mike Gamble, 
Microsoft's European games evangelist, ‘basically tidies D3D 
up. It makes the АР! much more user-fnendly, and therefore 
makes it easier for developers to write efficent code,’ 

Microsoft's official line on the АР! is slightly more 
complex. "DirectPrirmitive provides a powerful set of essential 
low-level functions for drawing 3D tnangles, lines and points 
onto DirectDraw-based surfaces,’ states the press release. ‘It 
also provides an easy-to-use alternative to execution buffers 
and is scaleable to deliver maximum performance for both 
software-only and hardware-accelerated systems.’ But what 
does all that really mean? 

The execution butter bypass is perhaps the most 
significant element, At the moment, developers creating 3D 
shapes have to send ‘commands’ to an execution buffer, 
which stores them all and then deals with them at some later 





















point. In a 3D scene for a game, there are thousands of 
polygons that need to be drawn, so the programmer sends 
them individually to the execution buffer, which, once it has 
received all the instructions, goes to work and actually draws 
them. DrawPrimitive, on the other hand, allows polygon 
information to be sent directly to the hardware: 

The question is, how useful is this simplification process 
to programmers? According to Dominic Mallinson, 
technical manager at Psygnosis, it varies. "So far, it hasn't 
been used at Psygnosis. We have invested a lot of time in 
optimising and understanding the existing execute buffer 
scheme, with which we are happy. We will start to use 
DrawPrimitive on new projects to simplify the prototyping 
and early design phase. When we come to optimising the 
title, we will then look closely at the performance issues with 
drivers and hardware to see whether we can leave the 
DrawPrirnitive scheme in place or whether we need to use 
execute buffers 

"К 15 also true that different types of games lend 
themselves to execute buffers and DrawPrimitive styles of 
programming. When 3D objects are all prebuilt, execute 
buffers are often the most efficient technique, but in games 
where lists of triangles are being manipulated in realtime, 
DrawPnrmitive 15 more appropriate. 

Chris Orton, director of R&D at flight-sim softco Digital 
Image Design, is more positive in his appraisal of 
DrawPrimitive. "Execute buffers required management by the 
game code. This led to extra code in the graphics engine, 
which was bound to reduce performance. By removing the 
need to manage execute buffers, DrawPrimitive removes 
work from the game code, making the interface cleaner and 
the game more efficient. The other advantage is that 
DrawPrimitive communicates almost directly with the 
graphics card, reducing the amount of work D3D is doing and 
therefore leading to better frame rates.’ 

There are, of course, many other changes elsewhere in 
DirectX 5.0 that will affect developers. DrawPrirmitive, for 
example, also allows developers to use their own 3D engines 
in conjunction with D3D, rather than having to rewrite them 
for compatibility — it simply slots in to communicate between 
the engine and DirectX. As Orton points out, A major 
advantage is that DrawPrimitive 15 a lot closer to the sort of 
techniques experienced graphics programmers — at least 
those at DID — are used to working with. This allows these 
programmers to make use of techniques they have built up 
over years working with both proprietary software and specific 
hardware APIs.’ 

Furthermore, as Mallinson clarifies, ‘Direct X 5 has 
improved documentation and example code, which is useful 
to developers coming new to it. It also supports extra MMX 
optimisations and AGP. There have been general 
improvements to DirectPlay and DirectSound and we are 
also using the new support for Force Feedback joysticks 
which is available in DX5. We are optimistic that a tighter 
quality and certification procedure will be associated with 
DX5 drivers tor hardware, leading to a more stable system. 

It ts clear, then, that Microsoft has consulted developers 
widely, and sought not only to add a list of attractive new 
features to its DirectX SDK but also to correct the bugs which 
have hampered previous incamations. Also important is the 
fact that DX5 will be a part of Memphis (aka Windows 98) — 
a first for a Windows platform. It is a sign that the top dogs at 
Microsoft, like developers themselves, are taking more gm 
and more notice of this influential product. 


È 1996 Cyan, inc 


Softimage plays the game 


antreal-based Softimage has one of the most 
impressive track records in the high-end animation 
software industry. Catapulted to its current position 


by ILM's use of Softimage 3D in ‘Jurassic Park’, and with such 
diverse projects as The Mask’ and Brederbund's forthcoming 
Riven to its credit, the company has also pioneered the use 
of inverse kinematics and helped develop motion capture. At 
least 1,000 companies are currently using its products for 
game development; it has produced development 
environments for all three major consoles; and a list of its 
clients includes such industry leaders as EA and Psygnosis. It's 
not resting on its laurels, though. It can't afford to. 

While the market for high-end animation saftware has 
always been volatile, over the past couple of years it has 
changed dramatically. Not only have Windows NT machines 
eaten drastically into the former predominance of SGI, but 
the expectations of the consumer have risen exponentially, 
resulting in the need for constantly accelerating development. 
Big firms have also moved into the field, with Microsoft 
acquinng Softimage for $130 million in 1994 and SGI 
snapping up Alias and Wavefront shortly afterwards. 
Meanwhile, the escalating demands of the games sector 
have become increasingly influential in driving development. 





‘Close to about 50% of our revenue is coming from the 
games market and we've actually tailored version 3.7 of 
Softimage 3D to that market,’ says president and founder 
Daniel Langlois. ‘There's a lot of film and video features, 
but it's got mainly new games features that are dedicated to 
the purpose, like new tools for painting textures on polygons 
and freeform 3D paint where you can paint on the target 
platform. We've refined that a lot and added new polygonal 
tools to help people build models faster for games purposes.’ 

The capital injecton from Microsoft has allowed the 
company to commit extensive resources to developing its 
next-generation products over the past couple of years, and 
3.7, while it may boast significant enhancements. over 
previous releases, is simply a bridgehead to the future. With 
this release, Softimage is starting to drp-feed into the market 
the components that will make up Sumatra, its next 3D 
software release, due in early 1998, Object-oriented, multi- 
threaded and fully compatible with current 5.x versions, it 
features what the company descnbes as 'а whole new level' 
of scaleable animation control, as well as improved modelling 
tools, the next generation of the program's impressive mental 
ray renderer as a completely integrated system, workgroup 
transparency and a new evolution of Softimage's signature 
workflow paradigms. An intuitive interface and the 
consequent productivity advantages has always been a core 
charactenstic of the company's products and that focus on 
workllow continues with Sumatra. 

It's not about what they can do = we've already got a very 
highly developed set of tools," says program manager Gareth 
Morgan. 175 about how they're going to da it, how quickly 
they're going to do it and how easy it is. Right now, certainly in 
some areas, it's not as easy to connect mation capture to а 
character as it could be. It still works very well and it's still 
viable in terms of productivity, but what we're doing in 
Sumatra is speeding up that process 500-4009. It's more 
about the workflow. We know what the features need to be, 
but what we're spending а lot of time on is the interfaces.’ 

Sumatra is only a рап of the company's strategy, though – 
a component of its forthcoming Digital Studio, an integrated 
digital media production suite which will feature all the major 
toolsets currently used in the industry (3D, paint, compositing, 
audio, tting, etc) in a single seamless environment 

Look out for more details on Surnatra in E48. 


GODS squad prepare PC development assault 
with the product within one hour. Edge hopes to review the 


Ithough simple game development software was 
A popular on 8 and 16bit computers (Shoot ‘ern up 
L Constructian Kit, AMOS, etc), the genre faded out 


of favour for a number of years. Now, however, Yaroze has 
bought programming back to the bedroorn, and the creators 
of GODS, a powerlul but apparently easy-to-use PC game 
programming application, want to keep it there. 

GODS (Games Operating Development System) 15 
essentially a set of tools, libraries, editors and programming 
languages heaped together in one user-freindly package. The 
idea is to allow users to create 2D and 3D games, whatever 
their level of experience. As the application's programmer, 
Glynn Humpheys, points out, ‘GODS 15 aimed at everyone 
from the complete novice to the industry expert who may 
just want to use a different language or simpler interface,’ 
Humphreys reckons that it's possible to create a simple game 


finished version, once the company finds a suitable 
publisher. Contact: GODS (01207) 271417 








The success of 3D Studio MAX as 
B development tool for the games 
Industry has led to a host of 
Autodesk's rendering software. 
Antmetix Technologies in Canada 
has produced an interesting 
solution for PlayStation artists 
to be more closely Integrated into 
With Gamut-Psm, art created 
іп 30 Studio MAX сап 
immediately be viewed on a 
for artists and also enforcing the 
design constraints (such as 
of the target platforms. 30 
geometry, textures and even 
precaiculated fighting for models 
can be viewed so that artists can 
see how М will look In the final 
gama. Gamut-PSm converts 
texture bitmaps to PlayStation 
image format files (TIM), 
transforming the triangles of 305 
MAX into the planar quadrangies 
used by the PlayStation. 
Technologies on 001 604 608 TAN or 
frd the company on the Wii ac 
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1 ohn Braithwaite’ 5 ‘hypocritical view 
towards home gaming (Viewpoint, E46) i is 
a perfect example of how the 'mine's better. 
than yours' debate will rage on long past 
` drinking-up time. | have been a die-hard gamer 
| for over 20 years and I've never felt the need to 
` denigrate any system for trying something, even 
if it failed — after all, every step takes us closer 
to the future. I've also never felt it necessary to 
regard my opinions as any more relevant than 
that of others, and the aggravated egotism 
behind comments like '1 believe these are 
invalid criticisms’ is childish and stupid. 

Having either played on or owned every 
system from the Philips G7000 onwards, I'm 
pretty certain that it's not ‘hot air’ when I say, 
'Grow up.' Mario 64 is indeed a fine game that 
blends superb graphics with absorbing 
gameplay — these are the two main factors to 
take into account when judging its overall 
worth. it did indeed merit a perfect score, but 
unless you've had your eyes closed for the last 
ten years, it is only another Mario game. Not 
everyone in the world is a fan of the platform 
genre and their opinion of the game is just as 
valid as Edge's wide-eyed adoration if it. 

Given that the N64 is a technically superior 
system to the PlayStation and is backed up by 
the years of experience Nintendo has over Sony, 
it would be ludicrous if its games were not 
better. However, like every other system you 
can buy, there will be highs and lows. You failed 
to mention the absolutely average Shadows of 
the Empire or the stunningly bad Cruis'n USA or 
the trashy FIFA 64 — there will always be 
mediocrity amongst the sublime. Try not to be 
so bitter about the views of of others and 
remember, gaming is supposed to be fun. The 
bar is now closed — everyone go home. 

Patrick 5 Cowan, 

Edinburgh 

The quality of the N64's software range was not 
at stake — it was the quality of Mario 64 that 
was — so there was no need to mention titles 
such as Shadows of the Empire. Incidentally, 
Edge was one of very few magazines unswayed 
by the strength and allure of the Star Wars 
licence and SOTE was awarded a 
humbling six out of ten. 


Too big 

t's amazing to see each new Edge issue 

improving in quality and adding new 
sections. Special mention should go to "Where 
are they now? | hope to see it continued to find 
out what happened to legends like Matthew 
Smith (Manic Miner, to mention just one 
game), Dino Dini (Kick Off), Rob Hubbard (tons 
of C64 SID music), David Crane (Pitfall), Archer 
McLean (IK), Stavros Fasoulas (Delta) and so 
many others who've helped to make games 
what they are now. | hope to see more 
supplements (‘Bullfrog’, ‘The State of Play’, 
'N64'...) in the future, but | would like 


E 


supplements to be the same dimensions as 


2 Edge, so | can keep them together with the 


magazine, instead of the big and 
илиш Md Se Фау NR лош, | 

- By the way, in the Bullfrog supplement one 
game was forgotten in the discography: 
Enlightenment: Druid Il. Before creating Fusion, 
Bullfrog did the Amiga conversion of this 
Gauntlet clone for Firebird. And to continue 
with the PAL vs NTSC debate, unfortunately for 
European users, almost all PAL games for 
PlayStation, Saturn and Nintendo 64 have black 
borders and are 17.596 slower than the NTSC 
versions. But when games are good enough, 
these are just minor inconveniences, because 
games are made to be fun not to run at 60fps 
ot at fullscreen. 


Good point. Edge only makes the distinction 
between PAL and NTSC software because 
occasionally games suffer in the transition from 
NTSC to PAL. Obviously the main concern is if 
the playability of a title is affected by a drop in 
speed. However, if the overall impact of a game: 
is also reduced substantially when compared to 
in its NTSC format (as happened with the 
relatively sluggish PAL Ridge Racer) then a 
Edge has а duty to inform its readers. Dis 


Skewed logic 

| ere follows an extract from a reply to an 
H e-mail sent to VideoLogic voicing concerns. 
about a) its lack of software support and b) the 
PowerVR upgrade recently announced. 

‘In an industry where things move so fast, it 
is essential that we keep technically ahead of 
the competition, and this must mean the 
introduction of improved technology. This holds 
true for every sector of the computer industry. 
The difference in the case of the Apocalypse 
upgrade is that VideoLogic has recognised the 
potential customer frustration and provided a 
means of moving on very cheaply. When was 
the last time Intel offered you a P200 at cost 
price because your P166 had been 
superseded? For the £59, not only do you get a 
faster card with more features, but you get two 
new games (worth more than the price of the 
upgrade in themselves), and you can keep the 
original card (for a spare PC or for a friend). All 
in all, | am happy to stand by our offer in the 
knowledge that it is good value and backs up 
our commitment to customer care. Once again, 
I sincerely apologise for the slow start to the 
publication of PowerVR-ready games, but 
assure you that there are no two companies 
(VideoLogic and NEC) working harder to fix an 
outstanding customer concern, 

Colin Crawford, 
Customer Support Manager 

While ! agree in principle to Mr Crawford's 
reply, he neglected to answer the fundamental 
question | had posed. That question was: Why, 
upon telephoning VideoLogic's Technical Help 


Desk and Sales department, was | not informed 
of the imminent upgrade, despite numerous 
questions which should have elicited that 
response. Could it be that VideoLogic would 
have had sales of their current card crippled if 
the news had been released? Instead, | 





purchased the card only to read in the press of 
the upgrade days later. 

1 personally think that a company of their 
size should give consumers a little credit. In 
future | will wait that much longer before 
upgrading. The net result will be that companies 
will struggle even more for consumers to take 
on new hardware upgrades upon launch. 

In hindsight, 1 believed the hype and have 
suffered. My next upgrade will be to a 3Dfx- 
based card, which is currently supported by 
many more developers — surprising considering 
that the manufacturers haven't got the financial 
muscle of NEC behind them. 

Neil Dodsworth 
Edge sympathises with anyone who has 
sullered at the hands of the breathtakingly fast- 
changing PC market, although one can also 
view VideoLagic's own predicament with a 
certain amount of understanding. The company 
is in the business of keeping ahead in the PC 
3D market, and releasing early news of its 
upgraded chip (which itself is necessary to keep 
it in the market against 3DIx) would have 
harmed the sales of its existing POU, Not an 
ideal situation from either perspective, 
admittedly, On the other hand, 3Dfx's Voodoo 
chipset seems to have monopolised developer 
commitment without resorting to an upgrade 


yet (and one isn't planned for at least = 
another six months) i, =; 


Spit and polish 

3 am wondering why more developers are 
I not following Nintendo's trend of 
revamping and re-releasing proven hit titles. 
With the possible exceptions of WaveRace and 
Shadows of the Empire, all of the Big N's own 
current releases are classic SNES games with а 
64bit makeover. What do Mario Kart 64 and 
Star Fox 64 offer in terms of gameplay over 
their previous incarnations? Not much, but will 
they sell in vast quantities? Of course they will. 
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and poli job with "up Маса. 
A souped-up Sensi Soccer on ће _ 


` PlayStation or a Chuck Rock on the Saturn, 


anyone? What with the games industry in 


general having a reputation for being a bunch of 


money-grabbing | corporate bastards, peut 
пое that more people are e not at it, ert ۴ 





On another note, | realise onê of the man 
purposes of your magazine is to report from the 
frontiers of interactive er ent, but when 
it comes to PCs, how many of us have a 3Dfx- 
enabled P200 MMX? (Whatever the number, I'm 
sure it's increasing.) I'd bet a lot of your PC- 
owning readers have sub-P133 machines, so 
perhaps Edge could give an indication of a 
game's performance on a slightly more realistic- 
spec machine (a 16Mb P133, perhaps). 

Ajmul Hussain, 
So far Japanese companies have been chiefly 
responsible in reviving catalogues of older games 
for today's machines. Besides Nintendo's internal 
efforts, Hudson is working on Baku Bomberman 
and Konami is preparing Castlevania 3D and 
Contra for the N64. Western developers have 
been slower to port their existing concepts to 
newer technology (Factor 5's Ballblazer 
Champions is one example), perhaps because 
they feel they can contribute stronger original 
ideas. And surely Core's Tomb Raider is 
preferable ta a 32bit Chuck Rock? 





Child's play 

was interested in your preview of V-Rally 

[E44], where you said that you hoped the 
game didn't become too realistic. Likewise, in 
your preview of F7, you doubted that a Formula 
1 sim had any place on a super-console and 
should be kept on a £1,500 PC (and a 14" 
monitor, no doubt). And in your review of F1 
you said many would describe this as the least 
likeable racing sub-genre — to everyone except 
those who made FI a best-selling PS game and 
GP2 the best-selling CD-ROM game of all time 
on its week of release. 

The initial PlayStation adopters were quite 
old, mostly 25-40, and it is amusing how they 
have been given nothing but children’s arcade 
software. After being priced out of the PC 
market, | was fully expecting that the 
PlayStation, like the Amiga before it, would offer 
both arcade-style and in-depth games. But | 
must strongly contest that Sony has targeted the 
18-24-year-old market. The company does not 
know the intellectual differences between a 
ten-year-old child and a 20-year-old man. It 
claims that sims are difficult, but Flight 
Unlimited covered the basics in a slim manual. 

The PlayStation is just a child's toy. Maybe 
other Edge readers should join this debate 
about the shallowness of console games. 

John Mara, 


Barking 





lean di URNA Race, ved me 
‘Ft and Moto Racer = all games that sport ап — 


advanced simulation look but retain a console 
style of playability. 

While the majority of PlayStation software is 
indeed shallow and arcade-like in nature, it's 
worth г ing that it is the only console 
with a growing (albeit tiny) range of more 
cerebral releases, such as X-COM 1 & 2, 
Syndicate Wars and Command & Conquer. Try 
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Supplementary questions 
have a been a loyal subscriber to Edge 
since issue 1, and have just received the 
latest issue. | was surprised to see an advert for 
Edge 46 with a cover CD à la Next Generation — 
something else copied from your US friend. 

You have said regarding covermounts: 
'Covermounting items is prohibitively expensive 
- it's generally only used as a one-off marketing 
ploy to attract attention to new magazines or 
arrest declining sales. Edge falls into neither of 
these categories — and it's already a relatively 
costly magazine to produce." 

What has changed? Have your sales fallen? 
Are you trying to attract a younger audience? 
Where is the money coming from? Future will 
get about £1.80 for each magazine sold — by the 
time the paper costs, etc, have been taken out, 
there mustn't be much left. Edge was so 
desperate to cut costs that it lost the plastic bag. 
There are also more and more supplements 
coming with the magazine. | take it these are 
sponsored (like the Atari Jaguar episode). Is this 
a ploy to end the fall in sales? Why do you not 
release your ABC? 

Is the cover price going to go up to cover 
the cost of the CD? If not, where is the money 
coming from to pay for it? What about all those 
readers who don't have PCs — is there a version 
without the CD? Is the sellotape going to ruin 
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denominator. We don't need supplements or 
cover CDs ~ which we will pay for, either 
through the cover price or increased adverts. 
Your niche readership buys the magazine for its 





high quality of journalism and layout, not for the 


freebies. Please Н тад. Баск — it could 
only have cost a penny. - 

геи Stoker 
Good grief. The decision to drop the bag wasn't 
a cost-cutting measure; it was purely a means 
of making the magazine more accessible to 
readers who may have been intimidated by the 
original ‘closed’ format. The bigger the audience 
Edge attracts, the more money can be spent on 
making the magazine better = surely good news 
for everyone. How can you complain about the 
fact that in the past five months Edge has been 
accompanied by three individual supplements = 
a detailed look at the Nintendo 64, a 
comprehensive loak at videogame hardware of 
the future, and last month's in-depth look at 
Bullfrog and Populous 3 [left] — all of which were 
intended to offer the reader mare information? 

The simple objective in these instances was 
to make the magazine more accessible to an 
audience that might appreciate it having never 
previously considered it, not to counter falling: 
sales or attract younger readers. The selfsame 
ideology created this month's CD-ROM. 

And no, there are no plans to raise the 
mag's price ta cover its (not inconsiderable) 
cost. Editorially and commercially, Edge has 
never been in a stronger position, and this is 
simply being reflected in the fact that it is d 
delivering more for its readers. i 


Nintendo no PAL of mine 

have two issues to raise. First, what is the 

ongoing situation with PAL releases of 
N64 games? | have a PAL machine and am 
quite satisfied with games such as WaveRace, 
which, even in its PAL incarnation, is still a great 
game. | have never played the NTSC version, 
and this probably explains why | am satisfied. 
However, it still irks me knowing that 
somewhere there is a superior version of these 
games. | am not that bothered by the black 
borders (if they can be reduced, all the better), 
but | am more concerned about speed issues. 
| want to buy Mario Kart 64 when it comes out 
but | am worried that it will be significantly less 
playable because of the slow speed. 

| can't use an import Nintendo 64 because | 

only have an old-fashioned telly, and having 
been ‘stung’ for £100 by the N64's recent price 
job, there is no prospect of me getting a new 
one. | would like you to do an in-depth feature 
on exactly what are the differences between the 
different systems and versions (should be easy), 
and more importantly, is it technical problems 
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or simply laziness/lack of care that allows many 
UK titles to be non-optimised. In other words, 
why is it that only the likes of Konami with /SS 
64 that can be bothered to make the PAL 
games as good as they can be? 

Finally on this issue, | think because this 
situation affects the majority of UK N64 owners, 
it is crucial that magazines such as yours, which 
usually reviews the import version of any 
particular game as the main review, do a ‘recap’ 
when the PAL version finally hits the streets, 
pointing out exactly how good (or bad) a jab 
has been made of ‘converting’ it for PAL. By the 
way, didn't Nintendo optimise SNES Super 
Mario Kart for PAL? 

The second point is regarding the 64DD. We 
know that when the cart version of Zelda 64 is 
released it will be compatible with the 64DD, 
50 that when the drive finally comes out you 
will be able to extend the life of the original cart 
the 6400 a ‘must have’ peripheral? Imagine 
being told when the 64DD is launched that 





your Super Mario 64, WaveRace, and 
BlastCorps carts have already been made 
compatible with the 64DD, and all you need to 
do is purchase a (hopefully inexpensive) disk to 
play six new courses in WaveRace or explore a 
whole new world in Mario? Almost every N64 
owner has these games and loves them but 
probably completed them a while back. The 
option of ‘doing it all again’ with new levels 
would be very tempting, though. imagine: 
Super Mario 64 3 could be exclusively available 
as a download from a website. 
Dr Alan Choo-Kang, 
Chester 
The question of reprogramming/optimising PAL 
N64 games is down to the individual publisher 
responsible. Konami has certainly set a glowing 
precedent that will hopefully be regarded by 
other publishers — including Nintendo. 
The 64DD strategy is presently far from 
clear, Several new games may suit the medium 
- possibly the likes of Turok 2, Unreal and 
Quake 2, for example = but it's unlikely that any 
cartridge released in the next six to 12 
months will offer 64DD support. 











After spending the last month 

downloading and avidly playing all of 
the fantastic "80s arcade emulators 
available on the Web for the PC, | have only 
one gaming wish left in the world. While 
games such as Asteroids are perfectly 
playable with the PC keys and are an 
absolute joy to play, most classics need an 
authentic arcade joystick with two buttons to 
truly recreate their frantic action and 
playability. Please could you tell me if it is 
possible to buy an actual arcade setup 
(joysticks and accompanying Duttons — not a 
full cabinet, just input controls) and connect 
them to the PC in some way? If not, what is 
the best arcade-style digital stick that is 
available (preferably as good the old Mega 
CD arcade stick)? 

Stuart Thomson, 
Chester, England 

It's possible to connect complete 
A arcade cabinets up to your PC or 
simply connect a joystick of your choice 
(although traditional PC models perhaps 
aren't the best for fast-action arcade 
games). For most older arcade emulation 
games, you probably need a decent joypad - 
you can connect SNES pads to the PC, For 
more information, e-mail one of the JEP 
dedicated emulation sites. a 
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Q 1. Б it possible to connect my UK 

ka 4 Playstation to а PC monitor without 

having to buy a PC-TV card? 

2. When is Tekken 3 being released? 

3. And is there going to be a hardware 

upgrade fOr it? 

4. | have a P120 PC with 24MD of RAM 

Would you recommend upgrading to a 

higher processor? 

5. Can a US/Jap N64 play UK games with a 

Universal Adaptor like the SNES could? 
Samir Marafie, 

via e-mail 
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1. Unfortunately not. The PC's video 

display is handled by a card and 
uniess you can devise a way of taking your 
PlayStation signal through this, you'll need а 
custom card. But what's the point? 
2. & 3. Tekken 3 will probably be available 
before the end of the year, but Namco is 
keeping quiet. An upgrade which could take 
advantage of the advanced features of the 
game is rumoured, but very unlikely. 
4. It depends what kind of games you want 
to play. Even a P120 will struggle to run most 
high-end 3D titles these days, although its 
disadvantages can be minimised with a 3Dfx 
card – this is currently the least hardware- 
dependent card on the market, as well as 
the most potent in terms of rendering 
power, and will give the machine a huge 
boost in potygon-generating horsepower 
5. There are now adaptors that allow the use 
of foreign games on any ме system, 
although at the time of writing they 
are still not 10096 reliable. 


n | noticed that you gave a thumbs up to 
the PAL version of [SS 64. | am just 
about to buy an American Nés, mainly 
because, as was repeatedly pointed out in 
Ед, the PAL conversions are distinctly 
second-rate. However, | would like to play 
ISS 64 instead of its Japanese counterpart, 
HLeague Perfect Striker. So, would /55 64 
running via a universal adaptor on an NTSC 
machine run exactly the same as it would on 
a PAL machine? Would it not, for example, 
run faster than intended? 
Robert Day 
Running the game through an adaptor 
A would probably make the game run 
fairly closely to its NTSC Counterpart and not 
noticeably faster (although the PAL version 
of the game was not available for Edge to 
check). A US version of the game should be 
available around the time you read this. 
Naturally, that would be the most 
sensible option 


Q 1. When will the PlayStation's 
4 analogue pad be released in the UK? 
2. Is there a decent flight sim-style joystick 
available yet for the PlayStation with loads of 
custom features? 

Joseph Brown, 

Leicester 
| А 1. it's scheduled for release sometime 
in the autumn 

2. The latest suck to hit the shelves is 
Spectravideo's PS dominator (left), which 
costs £30. It has all the usual gimmicky 
features you d expect, such as an LED 
display, slow motion and semi auto-fire, 
but best of all, as well as digital and 
analogue modes, it has a 'Namco' option 
for games configured for use with 
Namco's Own stick. 
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Next month Edge revisits dinosaur territory with ‘The Lost World: Jurassic Park 2’. Edge 
will be visiting Steven Spielberg's DreamWorks in Los Angeles and speaking to the 
creators of the console and PC interpretations of the smash hit movie, and also speaking 
to Sega, whose AM3 department is preparing to unleash dinosaurs upon arcades the 
world over. AM3 is also engineering another new racing coin-op, the Model 3-powered 
Le Mans - naturally, Edge will be presenting a full expose of this development, too. 


Furthermore, Edge 48 will feature the most in-depth and authoritative coverage of E3, 
the world's biggest videogame show to date, reporting on the latest Nintendo 64, PC, 
PlayStation and Saturn games from the world’s leading software developers. 
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